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WOmHO? 





Sam and hrodo climb the stair of Cirith Ungol. unaware of Gollum 'v trap. 




THE RETURN* 
OF THE KING 


From the ashes a fire shall be woken, 

A light from the shadows shall spring; 
Renewed shall be the sword that was broken: 
The crownless again shall be king. 
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THE LORD OF THE RINGS BATTLE GAME 



w. 


felcome to The Return of The King edition of Games Workshop's The Lord of The Rings battle game - the game of adventure 

w / and battles in the world of Middle-earth. 

To those of vou who already own previous editions of our game, I'd especially Uke to say *ank you for your support aitd 
enthusiasm - and not least for taking the plunge and adding The Return of The King to y^r c^eebon. This iww mles manual is 
completely aimpatible with your existing manuals, adding new characters and scenanos from The Return of The King, as 
an ur^todate rute set with various new features. In oider to make our game aimpletc, we have repeated the core game rules from 
the earlier editions - this takes up only a relatively small part of the manual and is essential tor the sake of pUiyers who ‘o 

the game. We have, of course, taken the opportunity to work some improvements and corrections into the rules, so you U find it is 
woi^while reading them througli even if you are already familiar with the game. 

Also, tliis edition of the game features the aimpletely new War of the Ring section. This expands the scope of our game beyond 
the contents of the film and into the vast realm of The Uird of The Rings bcxik, aUowing players to explore the rich histor>- and 
fascinating lands of Middle-earth. 

If you have never plaved a tabletop battle game before, then do not be put off by the length or apparent complexity of this manu^ 
The core rules are restively easy to leam, whilst many of the special or detailed rules oitiy apply m rarefied situations and can be 
safely ignored to begin with. Similarly, don't be daunted by the prospect of painting aU those miniatures - you don t have to paint 
all your models to enjoy using them on the battlefield. 

If you're an experienced tabletop gamer but new to The Lord of The Rings strategy battle game, don't be put off by "'Iwt is a 
rekitively short^t of rules compared to other games. Although the basic game s^tem might seem be^gly simple, you U find 
it requii4 ainsiderable skill to employ it effectively. Players who yearn for more detaU (and who doesn t!) wiU find a growmg Ixxly 
of supplementary material already available, with the promLse of yet more to come in the future. 

This manual is divided into sections, as you will see if you leaf through the pages to get an overaU impi^on of what it is all al^ut 

^ There is no need to read the whole manual through from start to finish - each 

section can be consulted as the need arises. For those who want an immediate 
taste of how the game works without reading the complete rules, turn to page 
158 for an example encounter. 

For all the latest news about The Lt^rd of The Rings battle game and recent 
model releases, see Games Workshop's monthly games supplement White 
Dwarf or check out our website at w\\^v.cames-workshop.com. 
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Concealed within his fortress, the Utrd of Mordor sees all. 



Three Rings for the Elven-kings under the sky, 

Seven for the Dwarf-lords in their halls of stone, 

Nine for the Mortal Men doomed to die. 

One for the Dark Lord on his dark throne, 

In the land of Mordor, where the Shadows lie. 

One Ring to rule them all. One Ring to find them. 

One Ring to bring them all, and in the darkness bind them. 
In the land of Mordor, where the Shadows lie. 
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The Mist\ Mountains 


THE MISTY MOUNTAINS 



Gandalf leads the Fellowship onto the slopes of Caradhras. 


Far below the surface of the world, a bitter struffgle rages. 


The Misty Mountains lie between the regions of Eriador and Rhovanion, a rocky spine that splits Middle-earth in twain. These 
ageless peaks have seen much. It is here that the Dwarses and Goblins have waged their underground war for many centuries, 
and it is on the foothills of these mountains that the land of Hollin, w here Celebrimbor forged the Rings of Power, once lay. 
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The Misty Mountains 



Let them come! There is one Dw'arf yet in Mnria that still draws breath! 


Goblin Shaman 


Durhttrz 


Maria Goblin Drummers 


**When winter first be^iins to bite 
and stones crack in the frosty night, 
when pools are black and trees are bare 
*tis evil in the Wild to fare** 


- The Fellowship of The Rinf> 


Daren ParwwnTs Baimg in all its illuminated glory! 




INTRODUCTION 
TO THE GAME RULES 


T he rules of the game are explained in a conversational 
style with examples throughout. Wc have tried to 
describe rules in a way that enables new players to learn 
the game as quickly as possible. Once familiar with the 
rules, the majority of players will find the reference pages 
are all that are needed during most games. 

WHAT YOU WILL NEED 

In order to play you will need a few basic items in addition 
to this rules manual: 

Dice 

You will need a number of ordinary six-sided dice to play 
this game - at least a couple will do but preferably a half 
dozen or so. 

Measure 

The movement of models and shooting of weapons 
requires the use of a measure marked in inches or 
centimetres. A measuring slick, tape measure or ruler will 
do just fine. 

Record sheet 

It is useful to have some means of recording details of the 
warriors which you can refer to throughout the game. You 
can do this using a sheet of paper or by copying the record 
sheet from the hack of this book. You will need a pen or 



Warriors 

.Any number of model warriors can take part in a battle - 
from a handful to many hundreds. It is best to start with 
about five or six models a side and familiarise yourself 
w'ith the rules before attempting a huge battle. 

Scenery 

Strictly speaking you don’t need .scenery for your playing 
area at all - but a featureless, flat expanse is a bit dull! A 
few tumbled ruins, rocks, and trees will help to set the 
scene. These can be made at home, purchased separately, 
or improvised from pieces of card or modelling clay. 

ADVANCED SC SPECIAL RULES 

To make the game quicker to learn w'e have divided the 
Advanced and Special rules from the rest of the text. 

Advanced rules introduce extra detail into the game. If you 
are just starling out, we recommend that you ignore them. 
Advanced rules are included at the end of each section 
where appropriate, or gathered together in the Advanced 
Rules section which starts on page 44. 

Special rules apply only to specific types of creature - they 
are special to that individual or race. 

MEASURING 

Throughout these rules you’ll often be asked to measure 
how far a model moves or shoots, etc. Players are allowed 
to measure at any lime they wish - a player might wish to 
measure before deciding where to move a warrior, for 
example. 

The distance between two models is measured ‘base to 
ba.se’ (ie, from the edge of the first model’s base to the 
edge of the other model’s base). 

All distances have been given in both inches and 
centimetres. A game can be played using either system - 
but you can’t mix the tw'o systems together. Decide 
w'hether you want to play in inches or centimetres and 
slick to the one method. Note that distances are not exact 
translations of one system or the other as that would be 
extremely inconvenient - for example, centimetres have 
been rounded to whole even numbers to facilitate ea.sy 
halving of distances for movement penalties. 
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Introduction to the Game Rules 


ROLLING DICE 

When you roll a dice it is sometimes necessary to add or 
subtract bonuses from the roll - so a roll of 4 with a +1 
bonus is a score of 5. Easy enough! 

The only thing you need to remember is that the minimum 
score is always 1 and the maximum score is always 6 - 
regardless of any bonus or penalty you cannot score better 
than 6 or worse than I . 

D6 OR D3 

Sometimes the abbreviation D6 is used instead of the word 
‘dice*. These mean exactly the same. 


At other times you can find the phra.se ‘roll a D3’. This 
means to roll a dice and divide the result by two, rounding 
up. So. if you roll a I or 2 your result w'ill be 1, it you roll 
a 3 or 4 your result will be 2, and if you roll a 5 or 6 your 
result will be 3. 

RE-ROLLS 

Sometimes the rules allow you to ‘re-roll’ the dice. This is 
exactly as it sounds - pick up the dice you wish to re-roll 
and roll it again. The second result always counts even if it 
is worse than the first, and no dice can be re-rolled more 
than once regardless of the source of the re-roll. 


STARTING A GAME 


E ach game represents a conflict between two opposing 
sides. This might be anything from a small encounter 
involving a handful of warriors to a huge clash between 
two armies. 

I) PICK A SCENARIO 

Start by picking a scenario from the Scenarios section (see 
pages 98-113). The scenarios represent different kinds of 
battles both large and small. We suggest players begin with 
the smaller encounters as these involve fewer models and 
are relatively quick to resolve. 

2) SELECT YOUR FORCES 

All models are allotted a points value which reflects their 
effectiveness in the game. Powerful warriors are worth 
more points than weak warriors. The rules for each 
scenario explain how many points you can spend on your 
force, as well as any special conditions that apply. 

3) DEPLOY YOUR FORCES 

The models are placed on the tabletop in their starting 
positions according to the instructions for the scenario. 

4) PLAY THE GAME 

The rules for play are described on the following pages. 

5) THE END OF THE GAME 

The rules for each scenario specify when the game ends. 
This will usually be after a set number of turns or once 
some special objective has been fultlled. Once the 
requisite number of turns have been played or the 
objective achieved, the game is over. The players can then 
work out which side has won. 



A hitler fight breaks out in the streets of Osgiliaih. 


CHARACTERISTICS 


B ecause we recognise ihai ail combatants are not the same 
we must make allowances for their differences. This is 
achieved by what wc call ‘characteristics*. There are six 
different characteristics that define each warrior's abilities. 
These are Fighting, Strength, Defence, Attacks, Wounds, and 
Courage. Each of these has a value written in the form of a 
characteristic profile like this: 

F S D A VV C 
Warrior of .Minas Tirith 3/4+ 3 5 113 

Example: This is the characteristic profile for a Warrior of 
Minas Tirilh armed with a bow. His characteristic values are 
typical for a Man. Whilst most ordinary Men have similar 
characteristic values. Heroes and other individuals have 
greater values to represent their superior abilities. 

Fighting 

A w'arrior's Fighting value (F) consists of two numbers 
divided by a slash. The first number represents his martial 
skill in hand-to-hand fighting - the greater this is, the 
better fighter the warrior is. The second number is the 
Shooting value and this indicates the minimum dice roll the 
w arrior needs to score a hit with a bow or other long ranged 
weapon. If a warrior does not carry a long ranged weapon it 
is convenient to miss out the Shooting value or replace it with 
a dash (-). A value of 3 is about average for hand-to-hand 
fighting and 4+ (ie, a roll of 4, 5 or 6) is average for shooting. 

Strength 

A warrior's Strength value (S) indicates how strong he is and 
how powerfully he can strike his enemies. For example, a big 


creature such as a Cave Troll is very strong compared to a 
Man. A value of 3 is about average for a man-sized creature. 

Defence 

A warrior's Defence value (D) indicates how' tough or 
resilient he is. Many monstrous creatures are especially 
tough, whilst armour and shields all increase a warrior's 
resilience to a blow. A value of 3 is about average for a man- 
sized creature without armour; 6 would be about average for 
the same warrior fully armoured for battle. 

Attacks 

The Attacks value (A) indicates how many strikes a warrior 
makes when he wins a fight. Most warriors can strike once 
per turn and so have a value of 1 . Heroic individuals and some 
big monsters can strike two, three or more limes, making 
them very dangerous in close combat. 

Wounds 

The Wounds value (W) indicates how many wounds a w'arrior 
can suffer before he is slain. In the case of most man-sized 
creatures this value is 1 - a single wound is sufficient to kill. 
Some Heroes and monstrous creatures can sustain injuries 
that would incapacitate an ordinary man - they have 2, 3 or 
more wounds to represent this. 

Courage 

The Courage value (C) shows how brave and determined the 
warrior is. A value of about 3 is average, a warrior with 
Courage of 5 or more is very brave, and a warrior with a value 
of less than 3 is rather timid. 





Warrior of Minas Tirilh F S I) .4 VV C 
with bow 3/4+3 5 113 


Warrior of Rohan wilh 

F S 

I) 

A VV C 

with sword and shield 

3/- 3 

5 

1 1 3 


Dw'arf Warrior 

F S 

D 

A VV C 

with axe & shield 

4/4+ 3 

7 

1 1 4 




Mordor Ore 

F S I) 

A VV C 


Mordor Ore 

F S 1) 

A VV 

c 

with bow' 

3/5+3 4 

1 1 2 


with sword & shield 

3/- 3 5 

1 I 

2 











Mordor L’nik-hai 

F S 

I> A VV 

C 

with sword 

4/. 4 

5 1 I 

3 


/A 

_ 
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THE GAME TURN 


TURNS 


The game is divided into turns. During 
each turn models can move, shoot with 
ranged weapons, and fight each other in 
hand-to-hand combat. 


SIDES 

There are alw'ays two sides in a 
The Lord of The Rings battle. One side 
commands the forces of Good and the 
other the forces of Evil. 

Each side is repre.sented by a number of 
models controlled by one or more 
players. See the Scenarios section for 
rules about choosing models (see 
pages 98-113). 

There must be at least one player on 
each side. If there are more players 
taking part, each controls a portion of 
the models. The bigger the game the 
more useful it is to have extra players to 
help with .such things as movement and 
rolling dice. 


THE TURN SEQUENCE 


The Men of Minas Tiriih clash with Ones in furious melee. 


During each turn both sides move, shoot, and fight in the 
order given below. This is called the ‘Turn Sequence'. 
Each part of the sequence is called a ‘phase’. 

Phase 

1 Priority 

Both sides roll a dice to establish w'hich side has 
priority that turn. 

2 Move 

Both sides move their models. The side with 
priority moves its models first. Once the side with 
priority has made its moves, the other side moves. 

3 Shoot 

Both sides shoot. The side with priority shoots 
first. Once the side with priority has finished its 
shots, the other side shoots. 

4 Fight 

Both sides fight hand-to-hand combats. The side 
with priority decides the order in w'hich combats 
are fought. 

5 End 

The turn is over. Begin another turn starting w ith 
Phase 1 - Priority. 


THE PRIORITY PHASE 

In the first turn, priority automatically goes to the 
Good side unless the scenario calls for an exception. This 
means the Good side will normally move and shoot first in 
the first turn. 

In subsequent turns both sides roll a dice in the 
Priority phase at the start of the turn. The side that scores 
highest has priority for that turn. If the dice rolls are equal, 
priority automatically changes from one side to the other - 
the side that had priority in the previous turn will always 
lose it on a tie. 

It is important to remember which side has priority each 
turn. You can use a token such as a coin or a distinctive 
model, passing it from one side to the other to indicate 
w'hich has priority. 

There are a few exceptions to the Priority rules - but these 
need not concern us right now. In some scenarios the 
Good side does not necessarily go first, for example. Also, 
in the section on Heroes w'e w'ill be discussing rules that 
occasionally allow Heroes to override the normal priority 
and move, shoot or fight before other warriors. These 
exceptions will be explained in due course. 



THE MOVE PHASE 

O nce priority has been established the turn proceeds to 
the Move phase. During the Move phase, each side 
gets to move its mcxiels up to the maximum distance as 
shown on the chart below. Mixlels do not have to move the 
full distance - they can move less or not at all if the player 
prefers. 

The distance a model is allowed to move depends upon its 
race. Some races are faster than others. The following 
Movement chart summarises the Move distances for each 
race. If you own the original The Fellowship of The Ring 
or The Two Towers editions of the game you will notice 
we have included creatures from those games for 
reference. 

WHICH SIDE MOVES FIRST? 

The side that has priority that turn moves all of its models 
first. Once all of the first side's moves are complete, the 
other side gets to move all of its models. 


MOVEMENT CHART 

TVpe Maximum move over open terrain 



Inches 

Cms 

MANAVOMAN/WIZARD 

6" 

14cm 

HIGH ELFAVOOD ELF 

6" 

14cm 

GWAIHIR 

12" 

28cm 

ENT 

6" 

14cm 

HOBBIT 

4" 

10cm 

DWARF 

5" 

12cm 

GOLLUM 

5" 

12cm 

ORC 

6" 

14cm 

MORIA GOBLIN 

5" 

12cm 

URUK-HAI 

6" 

14cm 

CAVE TROLL 

6" 

14cm 

BALROG 

6" 

14cm 

RINGWRAITH 

6" 

14cm 

SAURON 

6" 

14cm 

SHELOB 

10" 

24cm 

FELL BEAST 

12" 

28cm 

WARG RIDER 

10" 

24cm 

HORSE RIDER 

10" 

24cm 


As you can see distances are given in both inches and centimetres as they are throughout this rules manual. Either system can he used 
hut stick to one or the other, don*t mix them in the same game as the distances have been rounded for convenience. 


Sote: The Move rate for Ores has increased from 5 " to 6** from the previous editions of the game. 



MOVING THE MODELS 

Each player can move his models in any order. 

Measure the distance each model moves using a measuring 
tape or niler. .Models don’t have to move in a straight line, 
they can move in curv'ing paths or however you like so 
long as they move no further than their maximum 
permitted distance. 



The warrior moves foryvard 6V14cm. 


The Move Phase 


Models cannot move through other models whether 
friends or foes, so leave gaps for models to pass where 
necessary. The model's base conveniently defines the 
space it needs to move and fight - so gaps must be at least 
as wide as a model's ba.se for a friendly w^arrior to move 
through. 



When friendly models move past each other there mu st he room for their 
bases to pass withoia overlapping. 


A model can only move to w'ithin 1" or 2cm of an enemy 
model that it wishes to charge (a charge is a move into 
contact as described overleaO. In effect, this allows 
models to block the movement of enemies. This known as 
the Control Zone rule. 

Once a charger has moved to within rV2cm of his target 
he must complete his move into contact against the target 
model/models - he will ignore the control zone of other 
enemies nearby. 



Once the charger has moved within I ''/2cm of his target, he ignores other 
rntnleh' control zone^. 

There are three exceptions to the Control 2^ne rule that are 
worth pointing out right aw^ay. Firstly, models already 
touching an enemy have no eontrol zone - they are already 
engaged in fighting. An enemy model can therefore move 
to within 172cm in this case. The second exception is that 
models are sometimes obliged lo move within 172cm 


because of a rule they have no say over. Where movement 
is because of another rule, rather than a deliberate move by 
the player, a model can move within an enemy's control 
zone without charging. In this case, models must be clearly 
separated by a reasonable distance to make it clear they arc 
not touching once the move is complete. The third 
exception is that models can sometimes begin their move 
already w ithin 1 72cm of an enemy for some reason. In this 
ca.se. the intruder cannot move closer lo the enemy unless 
he intends to move into touch but can move around 
without moving clo.scr if he wants. 



/. .A model cannot move within I "/2cm of an eneim control zone unless it 
is moving into touch. In this situation, the Warrior of Minas Tirith armed 
with a \word can move into touch with either of the closest Ores but it 
cannot move between them to get at the Ore behind. 



2. Now that the other Man has charged, the Or( he touches no longer 
prevents movement within I "/2cm. allowing the sword-armed Man lo 
move past to attack the Ore behind 


Models can be turned to face any direction at any time 
during the game - not just in the Move phase. Rotating a 
model on the spot docs not count as movement. 

Models are not allowed to move off the gaining table 
unless they are retreating from the battle as described in 
the rules for Courage (see page 44) or if the scenario 
requires it - as discussed in the Scenario section. 


The Move Phase 


CHARGES 

A model can only fight an enemy it is touching base-lo- 
base. If a player wants a model to attack an enemy, the 
model must be moved into touch. This is called a ‘charge 
move* or just a ‘charge*. 

Once a model has moved into touch with an enemy neither 
can move further in that Move phase. A model that is 
charged before it gets a chance to move is therefore unable 
to do so - it is already engaged in a 



A model can only fight an enemy it is touching base-to-haxe 


There is nothing to stop a mcxiel moving into touch with 
several enemies at the same time if it can do so. This is 
entirely up to the player. 

WHO CAN CHARGE? 

A warrior can charge any enemy model he can see at the 
start of his own move and w hich he can reach. It does not 
matter if he can see his enemy at the start of the Move 
phase or previously in the phase - only at the start of his 
own move. A warrior cannot charge an enemy mcxiel he 
can't see when he starts his own move. If a warrior can’t 
sec an enemy at the very start of his own move, the model 
cannot move into touch. A move into touch is a charge by 
definition. 

This is quite an important rule because it prevents warriors 
charging enemies they couldn’t see or react to in a real-life 
situation. Imagine an enemy is on the other side of a hill, 
inside a building, or behind a high wall - in these 
situations a real warrior has no idea where his enemy is. 


CAN I SEE? 

The easiest way to decide if a mcxiel can .sec another is by 
bending over the tabletop for a ‘model’s eye view’ of the 
action. A warrior can turn freely to look in any direction at 
any lime so the mexiers eye view automatically extends all 
the w'ay round the model in all directions. 

If the enemy is visible from the model’s eye view, then the 
warrior can see it. In many cases you'll be able to sec bits 
of AV iTwdei' rrai* ah' of it - m that case the 

warrior can see so long as part of the enemy’s body is 
clearly visible. 

If you can't see any part of a model’s body, but you can .see 
the tip of a weapon, back pack, or a piece of equipment or 
decoration we assume the model can’t be seen. In 
principle, the small area of cloth, metal or wood that is 
visible is not noticed. 1'his is a fair rule because otherwise 
iTKxlcIs with tall or projecting spears would always be seen 
as it is virtually impos.sible to position them without their 
spears poking out somewhere! In reality, the warrior would 
lay the spear close to the ground or hold it close to his body 
as he moved - but our models are not that llexible. 

Sometimes it can be hard to tell if a warrior can see or not 
- that's a fact of tabletop gaming life. If you really can't 
tell then the situation is obviously fairly marginal. In such 
a case, the best and fairest way to decide is to make a 
‘random* test. Roll a dice. If a 4, 5 or 6 is rolled the model 
can see, however a I, 2 or 3 means it can’t. 

Tactical note: As models are moved one at a time it is 
.sometimes possible to clear the view for one model by 
moving another. Similarly, it is easy for models to get in 
the way of each other if moved carelessly. This can be 
tricky to begin with - so tr>' to move the models in an order 
that allows others to see or move. 

FIGHTS 

At the end of the Move phase, any nuxlels that are in ba.se 
contact with the enemy are paired off into individual 
combats. 
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The Move Phase 


Sometimes you will have situations where a single warrior 
is faced by two, three, or more enemies. This is called a 
‘multiple combat’. Opponents are always paired off where 
possible and any other combatants join into a multiple 
combat against an enemy they are touching. 

If a warrior could Join one of several combats to create a 
multiple combat then the player with priority that turn 
decides which one he Joins. Similarly, where matches can 
be made in one of several different way.s, the player with 
priority decides how the combatants are matched. In both 
cases, all touching models must be included and any 
multiple combats must have one model on one side and 
multiples on the other (never multiples on both sides in the 
same fight). Always separate the models slightly to make 
the pairs more obvious and to see what’s going on. 

TERRAIN 

The maximum distances given for movement assume that 
the going is firm and level and there is nothing to impede 
progress. Of course that is not always the case - all loo 
often our warriors must struggle through areas of scrub or 
forest, over bog or mire, or upon rocky scree slopes. We 
refer to all these and comparable conditions as ‘difficult 
terrain’. 

An area of difficult terrain isn’t impossible to move 
through - but it slows progress. To represent this, all 
distance moved over difficult terrain count as twice the 


actual distance. For example, a model that moves 6'7l4cm 
normally will move a maximum of 3”/7cm across difficult 
terrain. 

Sometimes a model’s move will be split, panly over good 
ground and partly over difficult terrain. In this case, the 
model moves normally over the good ground and only the 
distance over difficult terrain is doubled. For example, a 
model with a 6" move might move 2" over a marsh 
(doubled to 4") leaving only 2" for further movement. 
Always round any remaining fractions of movement up to 
the next highest half inch or full cm - any distance that is 
smaller than this is much too insignificant to worrv' about. 

Below and overleaf arc some examples of difficult terrain 
features. You may be able to think of more circumstances 
that would qualify. However, it is important to make sure 
that all the players understand which areas arc considered 
difficult terrain before the game begins. 



SPECIAL RULE 


Woodland Creatures 

Wood Elves and Ents are used to travelling in 
woodland - they therefore don't consider 
these areas to he difficult terrain. A Wood Elf 
or Ent can move 6'714cm in a wooded area 
just as if he were in the open. 



EXAMPLES OF DIFFICULT TERRAIN 

As dilficuir terrain counts as double distance, it is important to be able to tell where features begin and end. It is u.seful to delineate 
the area in some vi ay - for example, by using a card base to define the area. 



1 


'■ ^ 



A very .Meep slope such as this would slow' down progress and so counts 
as difficult terrain. 



to cms.s and theirfore count as These ruins count as difficult terrain, 
difficult terrain. 



An area of wmhlland or copse - a typical example of difficult terrain. 



An area of rtK.ky ground would usually he considered difficult terrain. 
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TYPES OF DIFFICULT TERRAIN 

Very steep, nx:k strewn or otherwise awkward slopes 

Areas of wood or forests 

Areas of dense scrub 

Bogs, marshes and mires 

Areas of shallow water, fords or pools 

Areas of ruins, rubble or debris 

Areas of deep snow, mud or shifting sand. 

BARRIERS AND OBSTACLES 

Barriers can take many forms on the tabletop - for 
example, a stack of barrels, a hedgerow, a rocky outcrop, a 
low wall or a clump of bushes. A barrier can also be 
something that cuts into the landscape such as a stream or 
ditch. The main difference between a barrier and an area of 
difficult terrain is that a barrier is something you might 
conceivably leap over, whilst an area of difficult terrain is 
something you must slog your way through. A gtxKl 
example is a thorny hedge - a barrier you might leap over 
- as opposed to a whole patch of thorny undergrowth 
where all you can do is push your way through. 


If a barrier is ver>' high or very wide then it cannot be 
crossed at all or can only be crossed by climbing as noted 
later. A model cannot cross or must climb any barrier that 
is more than twice the height of the model itself. For 
example, a model that is 28mm tall cannot cross or must 
climb a wall that is 57mm high. Note that not all barriers 
are considered climbable - sec Climbing. 

If a barrier is at least half as high or half as wide as the 
height of a model, but not more than twice as high or wide, 
then the barrier is described as an ‘obstacle’. For example, 
a wall 28mm high would fomi an obstacle to a mexJel that 
was 28mm tall but not to a mixlcl that was 60mm tall. 

A model can attempt to cross an obstacle by jumping over 
it as described opposite. Sometimes a model will have to 
jump an obstacle in order to move beyond it as in the case 
of a stream, for example. On other occasions a mtxlel 
might be able to move around an obstacle, taking a longer 
route but avoiding the inconvenience of jumping the 
obstacle itself. Below arc a few examples of barriers that 
might form obstacles: 



If a barrier is very low and narrow then a model can cross 
unhindered - the w'arrior simply strides over the barrier. A 
rncxiel can automatically cross any barrier it the barrier’s 
height and width are less than half the height of the model. 
For example, if a model is 28mm tall it can cross a barrier 
that is less than 14mm high and less than 14mm w'ide. 


TYPES OF OBSTACLE 

A length of wall, hedge, barricade, fence or similar barrier 
A length of ditch or escarpment 
A narrow stream or fissure 
A large dense bush or shrub 
A substantial rock or rocky outcrop 
An open ground Htxir wdndovv 
A pile of barrels, sacks, bales, or similar 
A mound of straw or dung. 


A fissure such as ihis is a typical obstacle. 


A heilHf, line of scrub, or patch of bushes forming an obstacle. 


This sluillosc stream would also form an obstacle. 


A pile of barrels, .sucks and debris. 
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JUMPING AN OBSTACLE 

To get over an obstacle a model must first move up to it 
and must have at least enough movement remaining to 
reach the other side were the obstacle not there. A model 
that does not have enough Move distance to cross the 
obstacle must wait until the following turn. 

A dice is rolled to see if the attempt is successful. Roll a 
dice. If the obstacle is taller or wider than the model’s 
height deduct -1 from the roll. Consult the chart below: 

JUMP CHART 

Dice Result 

1 Stumbles and fails - The model does not cross and 
cannot move further this turn. 

2-5 Success - The model successfully clambers over 
the obstacle and reaches the other side. The model 
is placed on the other .side of the obstacle with its 
base touching it and cannot move further this turn. 

6 Kffortlessly bounds across - The model leaps over 
the obstacle and can complete its move if it has 
any remaining. 

Example. An Elf has a move of 6714cm. The Elf moves 
2"/4cm forward towards a wall. The wall is l”/2cm wide 
and a roll is required to cross. The player rolls a dice. On 
a score of a K the Elf fails to cross and can move no further 
that turn. On the roll of a 2-5, the Elf crosses and is placed 
on the other side of the wall. On the roll of a 6, the Elf 
moves 4710cm forward, crossing the wall as he does so. 

JUMPING A GAP 

A gap such as a chasm, ditch, or the distance from one part 
of a ruined building to another, can be jumped in the same 
way as an obstacle. A model can Jump a gap of up to 
double its own height. 

Roll on the Jump chart as you would for jumping an 
ob.stacle. On a 1, the model docs not simply fail to cross 
but falls down to the ground. A model falling further than 
twice its own height may be injured as a result - see 
Climbing (page 20) for details about damage from falls. 


SPECIAL RULE 

Moria Goblins GC Jumping 

The stunted cnntk’Umbed Ores of Moria, also known as 
Moria Gohlins, are adapted to the underground ruins of the ancient 
Dwarf stnmiihold where they live. This allows them to bound across 
obstacles arul gaps effortlessly. 

To represent this in the game, no dice mil is required when a Moria 
Goblin is attempting to jump a gap or obstacle up to 
height. The jump is made automatically just as if 
mlled on the Jump chart. 



"We must... go now?" 


DEFENDING A BARRIER 

If a warrior is placed directly behind a wall, hedge, fence, 
barricade, ditch or similar linear barrier then he is 
e.specially well placed to counter any foe that tries to cross. 
The model is said to be ‘defending’ the barrier and is 
placed with its base touching. 

To count as a defendable barrier in this way a feature must 
be at least half as tall or wide as an attacking enemy - 
otherwise the enemy can step over it without penalty. 

In order to defend a barrier a model has to be able to see 
over it. 

When a model is defending a barrier, its zone of control 
applies to the whole area immediately in front of the 
defender’s base plus l"/2cm either side. This is the part of 
the barrier he is defending. No enemy can move into the 
defender's zone of control except to fight him. 



The defender’s zsme ofcontml extends r/2cm either side of his base. 


The only way to cross a barrier within the defender’s zone 
of control is to fight the model behind it. Rules for this are 
covered in the Fight phase section (see pages 26-34). 
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ADVANCED RULES 


The remainder of the Move phase section is devoted to 
Advanced rules - which you will find useful to apply in 
some circumstances but can safely ignore for most games. 

If you haven’t played before we recommend that you skip 
over the following rules for now' - you can always come 
back to them later. 

CLIMBING 

In areas of ancient ruins, models often have the 
opportunity to climb onto old tombs, or up to the ruined 
upper lloors of buildings. If the total a.scent is not more 
than twice the height of the mtxlel this is accomplished in 
the same way as for crossing an obstacle and a Jump roll 
is made as described previously. 

Very occasionally a tall vertical or near vertical surface 
will offer enough handholds so that it can be climbed 
steadily. In this case treat the vertical surface as difficult 
terrain and move the model upwards or downwards 
counting the distance as double the measured distance. In 
addition, roll a dice when the model starts to climb and at 
the start of each move whilst climbing. 

CLIMB CHART 

Dice Result 

I Fall - The model slips & falls to the ground. See 
rules below. 

2-5 Continue to climb - If the top/bottom is reached 
place the model at the edge. The model cannot 
move further that turn. 

6 Continue to climb - If the top/botiom is reached 
the model can complete its remaining move. 

A model can jump, climb or fall down a vertical drop of up 
to double its own height without a dice test, move penalty, 
hindrance, or risk of injury. Eg, a model with a move of 
12cm could move 6cm to the edge of a ruined platform, 
jump down to the ground, and move 6cm further. No Jump 
roll is required to jump down in this way. 

Jumping or falling down a drop more than twice the 
model’s height is dangerous. If a model jumps/falls in this 
way it’s automatically placed lying on the ground at the 
foot of the drop and suffers one Strength 3 hit for each full 
I" or full 2cm of fall. So. a model that falls 4710cm 
sutTers four Strength 3 hits, a model that falls 12cm suffers 
six Strength 3 hits, etc. Sec the Shooting .section for how 
to calculate the effect of hits. Note that when jumping a 
drop of more than double the model’s height, no Jump roll 
is required to make the descent no matter how far. The 
warrior plummets to the ground quite effortlessly! 
Assuming the experience does not prove fatal, the model is 
considered to have expended all of its movement for that 
Move phase. 


DEFENDING ELEVATED POSITIONS 

A warrior who climbs to ihe top of a cliffi wall or other 
vertical .surface automatically charges the nearest enemy 
whose zone of control overlaps the top edge of the surface. 
He holds on just below the lop of the vertical surface and 
lights the warrior on the lop. If no enemy zone of control 
overlaps the edge of the vertical surface, the warrior can 
position himself on the top - but he cannot charge any 
other enemy on the top as they would not have been visible 
at the start of his move. Only defenders whose zones of 
control extend onto the edge are assumed to be visible as 
the attacker climbs up the vertical surface. 

Models stood on the top of a vertical surface fight by 
defending its edge against attackers climbing up from 
below'. The rules for defending elevated positions are 
based on the rules for defending barriers (see page 19). 

A warrior on the top of a wall/cliff can be placed 
immediately behind its edge and can then defend the edge 
immediately in front of him and 1 ‘72cm either side. This is 
exactly the same as for defending barriers and is shown on 
the diagram that follows. 



The defender's zone of control extends / ^/2cm either side of his base. The 
elevated position counts as a defended harrier. 


No enemy can attempt to ascend over the edge of a vertical 
surface if he has to enter the control zone of a model that 
is defending the edge. The attacker must fight the defender 
and kill him in order to climb over the edge and occupv his 
enemy's place on the top. 

The rules for defending fights are used to work out the 
combat. This is exactly the same as for a combat over a 
wall, hedge, barricade or similar defence work. The only 
dillerence is that the chargers are climbing a vertical 
surlace and so risk falling off if they fail to get over the 
edge as noted below. 

Falling Off 

The follow'ing rules apply to warriors attacking whilst 
climbing vertical surfaces: 

If a model is fighting in this way and is forced to back 
aw'ay 1 '72cm, he can only move down the vertical surface. 
As he backs away he risks falling. If physically unable to 
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back away for whatever reason, the warrior still risks 
falling. A model making way for a friend who is backing 
away from a fight does not have to roll - he is not 
retreating in the face of the enemy. 

Make a random roll to see if the warrior falls as he is 
beaten back. On a 4, 5, or 6, the w'arrior keeps his fooling 
and backs away as required. On a 1, 2 or 3, the w'arrior 
loses his footing and falls to the ground before he can back 
away. He falls the full distance to the ground and suffers 
falling damage in the usual way. (See page 20). 

If the warrior at the top of the vertical surface falls, then 
roll a dice for every other mcxlel that is climbing right 
below him. Any model that rolls a 1, 2 or 3 is also knocked 
from the vertical surface by their own friend. Models fall 
from wherever they are on the surface - so warriors that 
are nearer the ground suffer fewer hits. See page 20 for the 
rules on falling damage. 



SPECIAL RULE 


Moria Goblins Si CHmbini 

Moria Goblins atv adapted to their cavernous habitat beneath the 
mountauLs and can scuttle up sheer surfaces with the aid of hooks, 
spines, and spikes incorp(mited into their armour. To represent 
this we allow them to climb much more efficiently than other 
creatures. 

Moria Goblins can climb up or down vertical .surfaces without 
nuiking a Climb mil - in effect they always count as havinj^ wiled 
a 6 on the chart. However, they're still reduced to half speedy 
whilst climbing - even Moria Goblins can move about 
more quickly on the ground! 




MODELS ON THE GROUND 

Real warriors on foot can conceal themselves from view 
by crouching or lying behind cover. Models can also be 
knocked to the ground by charging cavalr>\ To represent 
this players must lie the model down. 

If no part of the model’s body is visible to an enemy 
warrior's model's eye view it cannot be seen. Note that it 
is only the model’s body that is taken into account - not its 
base, weapons, etc. 

If a model is on the ground but its body is still visible in its 
entirety to the enemy warrior’s model's eye view - with no 
interposing cover, terrain, or other mcxlels, the model can 
be seen. 

If a model is on the ground and the model’s eye view of its 
body is partially obscured by scenery, cover, or other 
models, then it can only be seen by an enemy if a dice is 
rolled and scores a 4, 5 or 6. On the roll of a 1 , 2 or 3, the 
model can’t be seen because it is too cleverly concealed. It 
is necessar)' to roll a ‘spotting’ dice for each enemy trying 
to spot the model - only enemy models that successfully 
spot the model on the ground will see it. 



The Ores prepare their as.sauh. 


When a player gets to move a warrior he can lie the model 
down. This costs the model half its entire move distance. 

A model that is on the ground can get up. This costs the 
model half of its entire movement distance. The model can 
then complete the rest of its move normally. 

Whilst on the ground, a model does not have a control 
/one and is unable to charge an enemy, employ magical 
pow'crs, shoot, or do anything else except for moving as 
described below. He also cannot use any w'eapon except 
shields, hand weapons, knives and daggers. 

A lying down model’s Move rate is reduced to 1” or 2cm 
regardless of its race. This represents the warrior crawling 
along on its hands and knees. 

A lying down ni(xlel can be jumped over by triends and 
foes alike, in the same way as an obstacle (though, of 
course, it cannot be defended like an obstacle - don't even 
think about it!). 

If a model is lying directly behind cover, we assume the 
warrior is capable of peeking through or over its cover 
without exposing itself to view. A model lying behind 
cover is therefore assumed to be able to see as if the model 
w'ere standing, even though the cover might be in the way 
of the model’s eye view. 

If a model is charged whilst on the ground, it cannot stand 
up in the Move phase, but it will attempt to stand in the 
Fight phase. Determine who wins the fight as normal. If 
the model on the ground wins the fight then it cannot strike 
- but automatically stands instead. If the mcxlel on the 
ground loses, it remains down, is pushed back l"/2cm and 
counts as trapped as described in the Fight Pha.se section. 

A model lying down behind a barrier cannot count as 
defending it - to defend a barrier a warrior must be on its 
feel ready to repel the enemy. 


THE SHOOT PHASE 


O nce both sides have moved it is lime for the 
Shoot phase. In this phase, models from both sides 
can sh(X)t their bows, crossbows, or other ranged w'eapons. 

The side that has priority works out ail shooting first, 
followed by the other side. Warriors that are slain before 
they have a chance to shoot cannot do .so. A player can 
shoot with his models in any order. 

MISSILE CHART 

DilTereni kinds of weapons have different ranges, some 
shoot further than others whilst some arc harder hitting and 
more dangerous. The chart below indicates the range of 
each type, its Strength value, and the proportion of the 
model’s move it must give up in order to shoot that turn. 


Weapon 

Range 

Strength 

Move 


(Inches/cm) 


Penalty 

Bow 

24"/56cm 

2 

Half 

Ore bow 

1 8"/42cm 


Half 

Elf bow 

24‘7.‘56cm 

3 

Half 

Dwarf bow 

18742cm 

3 

Half 

llnik-hai cro.ssbow’ 

24"/56cm 

4 

All 

Throwing weapon 

6714cm 

3 

None 


A model can shoot once in the Shoot phase at a target 
within range that it can see. We have already discussed 
what is meant by what a model ‘.sees' in the Movement 
rules. The rule is exactly the same whether a model is 
moving or shooting. If you wish to remind yourself of the 
rule refer back to page 16. 

The player starts by selecting the model that is to shoot and 
indicates the target. It is a good idea to turn the shooter to 
face his target - this is not strictly necessary but it looks 
better that way. 

Not all warriors are equally good marksmen, as reflected 
by the .Shooting value in their profile. This is the second 
number shown on the Fight characteristic. If a 
warrior docs not have a weapon to shoot with it is 
convenient to miss out the Shooting value - this is shown 
by a dasb (-). 

The Shooting value indicates the minimum dice roll which 
is needed by the shooter to score a hit on its target. So. a 
shooter with a Shooting value of 4+ needs a dice roil of 
4, 5 or 6 to score a hit, a shooter with a value of 5+ needs 
to roll a 5 or 6, and so on. Roll a dice and if you .score a hit 
refer to the Wound chart below to work out if the hit 
inflicts a wound. 


WOUND CHART 
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3 
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H 
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3 
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3 
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3 

3 

3 


8 

3 

3 

3 

3 


9 

3 

3 

3 

3 


10+ 

3 

3 

3 

3 

Compare the Strength value of the shot 

down the left hand side 

chart with the target's Defence value acwss the top. 



The result indicates the minimum dice roll required to inflict one 
wound on your enemy. A score of 6/4 or 6/5 or 6/6 means you must mil 
a single dice and score a 6, followed by a further dice that must score 


DEFENCE 


5 

6 

7 

8 

9 

10 

6 

6/4 

6/5 

6/6 

— 

_ 

6 

6 

6/4 

6/5 

6/6 

— 

5 

6 

6 

6/4 

6/5 

6/6 

5 

5 

6 

6 

6/4 

6/5 

4 

5 

5 

6 

6 

6/5 

4 

4 

5 

5 

6 

6 

3 

4 

4 

5 

5 

6 

3 

3 

4 

4 
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either a 4+, 5+ or another 6. A indicates the target is imptfssihle to 
hurt - it is just too tough! 

Tor example, a Moria Goblin shoots an Elf. The Goblin's Iww has a 
Strength of 2, the h.lf has a Defence oj 5. The Goblin therefore requires 
a dice mil of 6 to inflict a wound on the Elf 
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The Shoot Phase 



Like a siorm they broke upon the line of the Men of Condor. 


CASUALTIES 

If a model has 1 Wound on its characteristic profile it is 
slain if it suffers a wound (most warriors can only lake one 
wound). The model is then removed from the game as a 
casualty. 

If the shot fails to intlici a wound the target is unharmed - 
the shot has bounced off the warrior’s annour or caused 
only superficial hurt that is easily ignored. 

MULTIPLE SHOTS 

Some Heroes can shoot more than once in the Shooting 
phase. If a Hero has multiple shots you must work out all 
of his shots before going on to sh(X)t with another model. 
Work out each shot .separately. The player cati shoot at the 
same target or change targets with each shot - it’s up to the 
player. 

MULTIPLE WOUNDS 

Some Heroes and larger creatures have more than 1 
Wound on their characteristic profile. If a model has 2 
Wounds it simply means it takes 2 wounds to kill it, 3 
Wounds means it lakes 3 wounds to kill, and .so on. If .such 
a warrior suffers a single wound make a note on your 
record .sheet that its Wounds value has fallen by -1. The 
warrior carries on fighting. When the model loses its last 
wound, the warrior is slain and the model is removed from 
the tabletop. 


MOVING 8C SHOOTING 

A bow-armed model must give up half its permitted move 
distance in the Move phase in order to shout in the Shoot 
phase. If the mcxlel moves further than half of its move it 
may not sh(X)l that turn. Eg, a model w ith a potential move 
of 5712cm cannot shoot if it moves further than 2.576cm. 

A cro.ssbow-armed model must give up its entire move to 
shoot. Such a model cannot therefore move in the 
Move phase and then shoot in the following Shoot phase. 
Crossbows are much more time consuming weapns to 
load and fire than bows. 

A warrior armed with a throwing weapon suffers no 
reduction in its move on account of throwing the weapon. 
The model can move its entire permitted Move distance 
and throw its weapon. 

Note that if the distance a bow-armed model moves is 
reduced by difficult terrain then it must .still give up half of 
its remaining move to shtxn. So, a model with a 12cm 
move travelling over a bog would find its permitted 
movement reduced to 6cm. If the model also w'ishes to 
shoot a bow, its move must be further reduced to 3cm. 

A model attempting to cross an obstacle, jump, climb or 
mount a steed during the Move pha.se cannot shoot that 
turn. A model that fails to cross an obstacle or jump a gap 
(on the roll of a I) cannot shoot as the warrior was 
attempting to cross even though he failed to do so. A model 
cannot shoot whilst it is on the ground. A thrown rider 
cannot shoot that turn unless it shoots before it is thrown. 





/// ^ 


23 


The Shoot Phase 



l^ffolax surveys the wilderness. 


SHOOTERS IN COMBAT 

Models that are touching an enemy in the Shooting phase 
cannot shoot that turn. They are already busily engaged in 
hand-to-hand fighting using swords, daggers or whatever 
they have about them. Hand-to-hand combat is worked out 
in the Fight phase (sec page 26). 

TARGETS IN COMBAT 

Go(xl warriors are not allowed to sh(X)t at enemies that are 
already fighting with their own friends - not even if they 
have a dear shot. There is a great risk of hitting an ally in 
the hurly-burly of close combat. Evil players are free to 
attempt such a shot if they wish even though their target 
might be partially blocked by friendly combatants (we find 
they u-sually do!). 



The On fires iiuo combat even though he risks hitting the other On\ 


Roll to hit the target in the usual way. If the shot misses 
then it misses altogether, the shot flies off hitting no-one 
and causing no harm. 

If the shot scores a hit, roll another dice to determine 
which side has been hit. On a 1, 2 or 3, you have hit a 
warrior from your own side, on a 4, 5 or 6. you have hit 
your intended target. 

If you hit your own side and there are two or more of your 
own models fighting, you will hit the nearest (but don't 
worry there's plenty more where he came from!). 

IN THE WAY! 

Often a shooter's view of the target will be partly ob.scured 
by another model or some other object that lies between 
the shooter and target. The mcxlel or object is in the way of 
the shot. 

A Good warrior is not allowed to shoot at a target if 
another Good warrior is in the way. He wouldn't want to 
risk hitting a friend, after all. However, an Evil warrior can 
shoot if other Evil warriors are in the way (life is cheap - 
especially when it's not your own!). 



The \fan cannot shoot at the Ore - his friend is in the wav. 


Where a shooter's view to his intended target is partly 
obscured by someone or something in the way then there 
is a chance a .shot will hit whatever is in the way instead of 
the target. This is w'orked out as follows: 

First roll to see if a hit is scored as normal. If you miss, the 
shot flies wide and hits nothing. If a hit is scored, roll a 
dice on behalf of the first thing in the way of the shot. 

It you roll a 1, 2 or 3, the shot has hit whatever is in the 
way. If this is another model work out the effect of the hit. 
If it is a physical object the arrow strikes it and is stopped 
or deflected, causing no harm. 

If you roll a 4, 5 or 6 the shot has missed whatever is in the 
way and flies on towards its intended target. Roll for the 
next thing in the w^ay, and continue rolling for each thing 
in the way of the shot until it hits something or reaches the 
intended target. 
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The Shoot Phase 



The tree and waH are hcuh in the « v of this shot. 

For example, a Man shoots his bow at an Ore and scores a 
hit. However, the Ore is behind a wall and there is a tree in 
front that partly obscures the Ore from view. The Man rolls 
to see if the tree is hit, scoring a 5, avoiding the tree. The 
Man next rolls for the wall and scores a 4, avoiding that 
also. The arrow' reaches the Ore and hits him. 

Note that an Evil warrior who is fighting an enemy won’t 
be both ‘in the way’ and a ‘target in combat*. The warrior 
w ill just be a target in combat and only one roll is required 
to see if he’s hit. Life is difficult enough when you’re a 
minion of Evil so we won't penalise him further! 

On the other hand, a model might wish to shoot at a target 
that is partially obscured by two or more mcxlels engaged 
in combat. Good models, as usual, cannot take this kind of 
shot, but Evil ones can. If the shot hits the intended target, 
then the fight will be treated as an obstacle ‘in the way’ of 
the shot. If a 1-3 is rolled, the arrow is stopped by the fight 
and the hit must be resolved in the same w'ay as a shot 
directed against targets in combat (see above). 


SHOOTING FROM COVER 

If a model is shooting from behind cover: a low' wall or 
other barrier; or from behind a rock, bush, or similar 
object: its own cover isn’t considered to be in the way of 
its shooting .so long as the mcxlel is touching the cover and 
is tall enough to see over or around it. 

This is one of those cases where in real life a warrior could 
quickly lean out or over his cover to shoot - so the mixlel is 
allowed to shoot .so long as its head is clear to see the target. 

SHOOTING FROM BEHIND FRIENDS 

If a model is shooting from behind a friendly rmxlel, this 
model isn’t considered to be in the way of its shooting so 
long as the base of the shooter is touching the base of the 
friendly model, and the friendly model's base is of the 
same size as the shooter’s or smaller. 


This is one of those cases where in real life a w'anior could 
take a shot from above the shoulder of a comrade who is 
.standing in front of him. 



As the two Men are in base contact, the Man with the how can slunn the 
On' as if the other Man wa.s not in the way. 




THE FIGHT PHASE 


D uring the Fight phase, both sides work out combat 
between opposing models in base-lobase contact. 
Enemies are only allowed to touch where one has charged 
the other as we have already described in the Move phase 
section of the rules (see page 16). 

WHEN TO FIGHT 

The side that has priority that turn decides the order that 
fights are resolved. The deciding player chooses which 
combat he w'ants to work out first, the players work out the 
result, then the player with priority nominates the second 
combat, and so on until all fights have been resolved. 


WORKING OUT A FIGHT 

The easiest way to explain how combat works is to 
consider a fight between a Warrior of Minas Tirith and an 
Ore. Both have 1 Attack and 1 Wound on their 
characteristic profile and a Fight value of 3. 

Where the combatants have 1 Attack, both players roll one 
dice on behalf of their warrior. The highest scoring warrior 
wins the fight. If both warriors roll the same result, the 
warrior with the highest Fight value wins - if both have the 
same Fight value roll a dice - I. 2 or 3 the Evil side wins; 
4. 5 or 6 the Good side wins. 



The GohlifLs rise t4p oui of the deeps. 
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The Fight Phase 



"Death! Ride, nde to ruin and the world’s endini^!” 


The loser must ‘back away' rV2cm from his opponeni to 
represent he has lost the fight. The loser cannot move into 
touch w ith another enemy as it backs away but it can move 
within the rV2cm control zone of other enemies because 
models are a.ssumcd to back away as the combatants 
struggle. For the same reason, a model cannot back away 
over an obstacle, climb or attempt to mount up. If unable 
to comply the warrior is trapped - sec the rules for trapped 
fighters (page 30). 

The winner strikes at the loser and might hurt him by 
inflicting a wound. Where the winner has 1 Attack, roll one 
dice and refer to the Wound chart below. The Wound chart 
is the same as that used for shooting except that it is the 
warrior's own Strength that is compared to the enemy’s 
Defence value rather than that of his weapon. 

Most w'arriors have only 1 Wound on their characteristic 
profile. Where this is the case, the loser suffers a wound 
and is slain. The model is removed as a casually. If the dice 
roll is insufficient to inflict a wound the loser is unharmed. 

Once w'ounds have been worked out, the combat is 
complete and the side that has priority selects which 
combat to work out next. Once all combats have been 
worked out, the Fight pha.se is over. 

Combats involving models lying on the ground are 
resolved with slightly different rules (.see page 21 ). 



The Ore rolls 3 and the Warrior of Minm Tirith rolls 4. Vie 
Warrior of Minas Tirith wins the fight. 



The On' is moved I "/2cm back to show that he ha.^ lost the fight. 
Note that this means combatants will always separate once their 
fight is over. 





fi’ 
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The Fight Phase 



Hatred for the Ores hums deep in Gimli 's eyes. 


MULTIPLE ATTACKS 

Some Heroes and large creatures have more than I Attack 
on their characteristic profile. If a model has 2 Attacks then 
roll two dice when working out fights instead of one and 
choose the best score. If a model has 3 Attacks^ roll three 
dice and choose the best score, and so on. A model with 
multiple Attacks is therefore more likely to win a combat. 


If a model with multiple Attacks wins a fight then it strikes 
the enemy once per Attack. So, a Hero with 2 Attacks rolls 
two dice to see if he inflicts a w'ound - both dice count .so 
he either inflicts no wounds, I wound, or 2 wounds. 



When w-orking out who wins a fight, a Herx} with 2 Attacks rolls two dice 
- an ordinary warrior with t Attack mils one dice. 

MULTIPLE WOUNDS 

Some Heroes and larger creatures have more than 

1 Wound on their characteristic profile. If a model has 

2 Wounds it simply means it takes 2 wounds to kill it, 

3 Wounds means it needs 3 wounds to kill, and so on. If 
such a warrior suffers a single wound make a note on your 
record sheet and carry on fighting. When the model loses 
its last wound it is slain. 







Wound Chart 
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For example, a Man defeats an Ore in a fight. The Man has a 

The result indicates the minimum 

dice mil required to inflict 

Strength of 3, the Ore 

a Defence of 5, and both have I Attack. 

one wound on your enemy. A score of 6/4 or 6/5 or 6/6 means 

The Man therefore requires a 

dice roll of 5 or more to inflict 

you must tvll a .single dice and score a 6. followed hy a further 

one wound on the Ore. 





The Fight Phase 





Rohan ami Condor stand tofiether af^ainst the armies of the Dark Lord. 


MULTIPLE COMBATS 

If two, three or more warriors are fighting a single enemy 
roll one dice for each warrior as before. For example, 
where three Moria Goblins fight one Man of Condor, the 
Goblins roll three dice and the Man rolls one. The player 
rolling multiple dice takes the highest scoring dice and 
ignores the rest. In this example, the highest scoring dice 
for the Goblin is compared to the Man’s dice score and the 
highest score wins. 

If any models involved in a multiple combat have 2 or 
more Attacks then just total up the number of attacks on 
both sides and roll the appropriate number of dice. Pick out 
the best scoring dice for each side. In the case of a draw, 
compare the single model’s Fight value to the best Fight 
value from the multiple side. If they are equal, roll one dice 

- 1, 2, 3 the Evil side wins; 4, 5, 6 the Good side wins. 

All the models on the losing side are beaten back from 
their enemy rV2cm. Where a single model is beaten back 
by two or more enemies the retreating player can retreat 
through any gap that is wide enough for the model to pass 

- if there is no gap the model is trapped as described 
overleaf. Where multiple models are backing away from a 
single model, each retreats exactly as in a one-on-one 
combat, which means none, some or all might be trapped. 
Once models have backed away work out strikes. 

If the multiple side wins the fight, each model strikes 
against the loser. It doesn't matter w'hether individual 
motie\s score higher or \ov^tr \V^t\r oppooevs\ - *aU 
models strike if their side wins. 

If the single model wins the fight it can strike against one 
of the enemy if it has 1 Attack. If the model has more than 
1 Attack, it strikes once per attack and can divide its strikes 
amongst its opponents as the player wishes. This is 
important as some enemies might have different 
Defence values or might be trapped. The player can roll for 
each strike before allocating the next if he prefers. 



Top: Three Ores each have I Attack so roll one dice for each - 
S Attacks against the Warrior of Minas Tirith's I Attack. 

Bottom: Both sides comftare their highest score - in this case the 
Ore 5 6 wins the day. 
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The Fight Phase 


TRAPPED FIGHTERS 

Warriors who have been defeated must back away from 
their opponent as described earlier. Sometimes a model 
will be unable to back away because its path is blocked by 
an impassable feature, obstacle, the edge of the table, or by 
other mcxlels. This is always the case where a defeated 
warrior is surrounded by three equidistant enemies. 



A model surrounded h\ three equidistant enemies - he has nowhere to 
hack away to. 


Note that a model is not allowed to back away by jumping 
an obstacle, climbing or mounting up - but it can back 
away by leaping over a sheer drop. This is up to the player. 
If the warrior leaps a drop of more than double the model's 
height, the player must roll to see if it is hurt as described 
in the Move Phase section (see page 20). 

If a model can’t back away, the defeated warrior is trapped. 
Any strikes made against a trapped model count as 
doubled. So. a model with 1 Attack will make two .strikes, 
a model with 2 Attacks makes four strikes against a 
trapped model, and so on. The defeated model mu.st be 
moved back as far as possible so that enemies are no 
longer touching - if neces.sary' other models must be 
moved slightly to make sure there is a gap. 


In a multiple combat where .several models must move, the 
player w'hose models arc backing away can move them in 
any order he washes. 

Making Way For Trapped Fighters 
If a defeated warrior can’t back away from his opponent 
because of friends blocking his path, then these friends can 
move up to rV2cm in order to make room. This is called 
‘making way for friends'. Models lying on the ground can 
make way for friends. Models don't have to make way - it 
is up to the player. 

.Models cannot make way if they are still engaged in 
combat with an opponent. Otherwise, the .same rules apply 
as for backing away, so models can move into enemy 
control zones, but cannot move into a fight, for example. 

The idea behind this rule is that it enables friends to move 
rV2cm to allow their comrades to avoid taking double 
strikes because they are trapped. 



A friend hacking away to make riHmx, 



A imtdel surnmnded hy two equidistant enemies and a terrain feature - 
he is trapped. 


Note that the rule for making way only allows a model to 
make way for a friendly model that has been defeated in a 
fight. A mcxlel cannot usually make w'ay for another model 
that is making way. This means that in a dense mob, the 
models at the front will be pushed onto the enemy as those 
at the rear will be unable to make way (sounds like a fine 
Ore tactic to me!). 

DEFENDING 

In the Move Phase section we described how a model 
placed directly behind a barrier can defend it against an 
enemy - for example, a wall, hedgerow, or a pile of crates 
or barrels (see page 19). Models can also defend 
dcx)rways, narrow corridors, and similar features, as 
explained in the Siege section of The Two Towers edition 
of the game. Here we shall only consider barriers. 
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The Fight Phase 


Where a model is placed behind a barrier it will be 
impossible lo place an enemy into base contact because the 
barrier will be in the way. To allow for this we introduce 
the following rule: 

A model can charge an enemy that is defending a barrier 
by moving into the enemy’s zone of control and contacting 
the barrier. The tw'o nuxlels are assumed to be touching 
even though they are not actually in base contact. 



Even thout^h there is a wall between the iwn mmlels, they are considered 
to be touching. 


Because of the size of the zone of control it is possible to 
place up to three warriors on small bases or two warriors 
on large bases against a single defender. This is shown in 
the diagram below*. 


It is also possible for up to three defenders to fight against 
a single charger because their control zones overlap. This 
is shown in the diagram below'. 



The procedure for defending is slightly different to the 
basic combat rules that w'e have already learned. In the 
case of ordinary combats, warriors who lose a fight are 
immediately moved back 1 72cm before working out the 
effect of blows. In the case of defending combats, the 
defender docs not move at all even if he is beaten. If the 
defender survives he repels the attack and the charger is 
automatically moved back rV2cm as if he had been 
beaten. Only if the defender is slain is the model removed 
and the charger is automatically moved over the barrier to 
occupy his space. 




The Fight Phase 


DEFENDING ONE-ON-ONE 

To work out a one-on-one light, roll to determine which 
side wins the fighl as normal. If the charger wins, roll a 
dice to see if he strikes the barrier or his foe. On a roll of 
1, 2 or 3, his blow strikes the barrier and has no effect, on 
a roll of a 4, 5 or 6. the blow strikes the defender and is 
worked out as normal. Roll for each strike separately when 
striking more than once. 

If the defender wins the fight, his blows arc struck as 
normal. It is not necessary to roll to see if he strikes the 
barrier. Becau.se he is defending he has already thrust his 
weapon through or over the barrier in order to fight his 
opponent. 


If a single charger moves into the zones of control of two 
or three defenders (or more defenders move so that the 
attacker is now inside their control zone, joining in the 
defence to help the friendly model who has been attacked) 
then he must fight them all. All the defenders fight at once, 
rolling all their dice at the .same time as they would for a 
normal multiple combat. This is because the defenders are 
all prepared to strike and don’t have to struggle over the 
barrier to press their attack. If the charger wins the fight he 
must still roll to see whether his blows hit the barricade. If 
he should succeed in killing any of his opponents then he 
crosses the barrier automatically, immediately Uiking the 
place of a model he has slain. 


If neither model is slain at the end of the fight, the charger 
is moved back r72cm, whilst the defender remains in 
place. If the defender has been slain, the charger is moved 
over the barrier to occupy the defender’s space. 

DEFENDING IN MULTIPLE FIGHTS 

It two or three chargers attack a single defender then the 
chargers must tight the defender one at a time. The 
chtirging player can decide which of his models will fight 
first. This means that a defending model can potentially 
fight two or three times in the same combat round. 

Once each charger has fought he is moved back 1 'V2cm 
unless he has slain the defender or been slain himself. If 
the defender is slain then his opponent and any other 
chargers who have yet to fight will automatically cross the 
barrier. The charger who slew his foe moves into the space 
vacated by his enemy and remaining models are moved 
directly forward and over the barrier. If remaining models 
cannot be moved directly over the barrier for whatever 
rea.son, they can be moved next to the model that has 
already crossed or otherwise not at all. 



A% the defender has been killed by the firs! amicker, all three Ores move 
across the barrier. 



The attacking Ore wins the fight against the two defenders and kills one 
of them. 



He can now immediately cross the barrier, replacing the model killed. 


The Fight Phase 



The Rohirrim smash into the On sline. 


MULTIPLE FIGHTS ON BOTH SIDES 

Where there are several models on both sides of a barrier 
the combats are divided into as many separate one-on-one 
fights as possible by the player with priority. Remaining 



If attacked from both sides of the harrier, work out the fiftht on the 
defender's own side first. 


multiple fights are resolved as multiple combats with one 
model on one side as already described. 



The defender has been kilted - all attackers can cross the Inirrier 


The Fi^ht Phase 


ATTACKED FROM BEHIND 

If a defending mcxlel is also attacked from his side of a 
barrier, then the fight on his side of the barrier becomes a 
regular combat fought in the usual way. Work this out first. 


If the defender is slain in this initial fight then enemies that 
would otherwise fight across the barrier can cross 
immediately as if they had killed him themselves. 



The defender has survived the initial attack wxd must now fight against 
the models attacking across the Iwrrier. 


If the defender is not slain, any chargers on the other side 
of the barrier can now fight. If the defender won the 
combat he can now defend the barrier exactly as described 
previously. If the defender was defeated in his first fight, 
he is unable to defend the barrier effectively - therefore he 
no longer counts as defending. The combat is fought as 
any other combat or multiple combat and the chargers do 
not have to roll to .see if their strikes hit the barrier. 



The defender has hacked away, therefore nis rntu- Mnr 

prevent one attacker on the other side of the homer f — 


Sometimes, a defender is obliged to move away from or 
along the barrier he is defending because he is beaien hack 
1 72cm by an enemy on his side of the barrier. In this case 
it can happen that a charger on the other side of the harrier 
is no longer within his enemy's zone of control. 

Should this (Kcur, models no longer in the defender's zone 
of control can immediately cross the barrier and, if there is 
room, be placed into contact with the defender. 



The On' who hits just crossed the harrier moves into base contact with the 
defender and fights hint along with the attacker still on the other side. 


The ensuing combat is w'orked out between the defender 
and all the chargers that have yet to fight. As the defender 
was defeated during his last fight, he no longer counts as 
defending so the fight is straightforward to work out, even 
where chargers are separated by a barrier (see below). 



The defender has hacked away along the harrier and is now in the control 
zone of a new enemy. The two models may not fight in this Fight phase. 


Backing away along a barrier might cause the defender to 
enter the zone of control of other enemy models. As the 
defender no longer counts as defending the barrier, no 
combat is fought between them. le, models not engaged in 
combat at the start of the Fight phase may not fight. 

It's also possible, but unlikely, that a model attacking 
3 barrier is then charged by other enemies from his 
own *.idc of the barrier. In this ca.se, treat the fight as a 
normal multiple combat. 



The On' has charged the defender and has subsequently been charged by 
another Man fnmt his own side of the harrier. 





CAVALRY 


T his section 
discusses all 
the rules for 
cavalry. We refer 
to all mounted 
models as cavalr)'. 
Cavalry are 
usually mounted 
on horses but 
Warg Riders are 
also cavalry. 

Since all of the 
cavalry rules have 
been compiled 
into this section 
for case of reference, you will find here a few Advanced 
rules. You may ignore them until you are more familiar 
with the game. 


WHICH MODELS CAN RIDE? 

Unless otherwise specified, only Men and Elves can ride 
horses, w'hilc only Ores can ride Wargs. Other models can 
ride only the mounts included in their wargear options. 
Models with a Strength of 6 or more can neither ride nor 
be carried as passengers. 

CHARACTERISTICS FOR MOUNTS 

A cavalry model comprises a rider and his mount and 
therefore has two .separate sets of characteristics: 

F S D A VV C 
Rider of Rohan 3/4+ 3 5 1 13 

Horse 0 3 4 0 1 3 

As you can .see horses have no Attacks. When a Rider of 
Rohan fights an enemy, his horse takes no part in the 
combat - no dice is rolled on behalf of the horse and if the 
Rider of Rohan wins the fight, his horse does not strike 
blows. We’ll explain more about how' cavalry fight in 
combat later in this section. 



Mourned Glorfmdel 


MOVING CAVALRY 


Cavalry models are moved in the same way as mcxlels that 
are on foot, with various additional rules and exceptions. 
You will find that most of these exceptions are obvious 
enough - such as horses not being allowed to climb 
ladders! 

WHO SEES - RIDER OR MOUNT? 

In the case of a mounted model, the ‘model’s eye view ’ is 
always taken from the perspective of the rider. As the rider 
is directing his mount it is his ability to see which counts, 
not that of the horse. This is important for establishing 
whether a warrior can see an enemy he is about to charge 
and when shooting (see page 16). 

MOVING THROUGH DIFFICULT TERRAIN 

Difficult terrain is either too dense or too dangerous for 
cavalr>' to move through at full speed. However, a rider 
can negotiate his way through difficult terrain moving very 
slowly and carefully. To represent this, all distance moved 
by cavalry models over difficult terrain counts as four 
times the actual distance (eg, a rider that moves 2'74cm 
across difficult terrain counts as having moved 8720cm, 
see page 1 7). In addition, whilst in difficult terrain, cavalry 
never gain any of the combat bonuses they normally get 
w'hen charging, including the bonu.ses for lances (see page 
38 and page 52). 


BARRIERS AND OBSTACLES 

When it comes to moving over barriers, always consider 
the mount’s height, not that of the rider. Note that because 
horses are often modelled in dramatic head-dowm positions 
you will have to estimate the horse’s true height - easiest 
by measuring the height of a comparable horse with its 
head held high. It is the true size of the horse that affects 
its ability to cross a barrier - not the po.se of its head! 

Fortunately, most horses are more or less the .same size so 
we might rea.sonably assume all to be the same for 
purpo.ses of our game. The Riders of Rohan horse is a good 
‘mean’ at 40mm Ca/1. All barriers that are le.ss than haif llib 
(le.ss than 20mm high or wide) are crossed without penally. 
Any barriers between half and double the horse’s bei^ 
arc counted as ob.stacles (between 20mm and 80n*« _ 
can be jumped. Any barriers taller or w ider arc iiE~— - 

jUMPING 

A mount cannot jump down a sheer drop ^ ' 
its own height. 

Cavalry can jump over ob.stacles between ^ 
the height of the mount as described. ^ ^ . 

Jump chart (sec page 19) in the same 
a warrior on foot. Remember to — 

- 1 if the obstacle is taller or wkL, 
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If a 1 is rolled when attempting a jump w'ith a mounted 
model then a further attempt can be made. Roll again to 
see if it successful. However, if a further I is rolled then 
not only does the model fail to jump but the rider is thrown 
from his mount. See the Thrown Rider chan opposite. 

OTHER EXCEPTIONS 

Cavalry models cannot climb. lie down or crawl. Mounts 
cannot do so even if their riders dismount! 

Cavalr> models cannot climb ladders and steep or 
especially narrow stairs, but steps that arc broad and 
shallow' can be moved over at half the mount’s usual pace. 
Eg, a broad flight of stone steps leading up to a building 
would probably be possible to move over, but a winding 
stairway in a tower would not. If in doubt about a feature, 
make sure that both sides are agreed whether steps arc 
accessible to cavalr>' before the game begins. 


MOUNTING AND DISMOUNTING 

Rules are provided for riders to mount and dismount. To 
make full use of these rules we would ideally have 
separate models of warriors on fexn and mounted, and 
separate models of horses (and Wares) without nders. In 
practice, it is sufficient to have a mounted model and a foot 
version of the rider. Riderless mounts can be represented 
by using the mounted model w ith the addition of a suitable 
counter or marker, or by removing the rider figure if this is 
left kx)se. A small piece of paper placed on the model’s 
base is enough to show that the rider has dismounted. 

A model can mount a horse or similar mount w'hose height 
to the saddle is not more than twice the height of the rider. 
This is treated as a jump and a Jump lest is made. If a I is 
rolled, the model fails to mount, a 2-5 is successful but the 
model cannot move any more this turn, and on a 6, the 
model’s remaining move can be completed by the mount 
(eg, a Man moves 3" and gets in base contact with a loose 
horse, rolls a 6 for his Jump tc.st to mount and can therefore 
finish his move by moving another 3”). 

Dismounting is automatic. The rider can dismount at the 
beginning of his move, in which ca.se he can move on foot 
normally. Alternatively, he can dismount at any time 
during his mounted move, but will be unable to move 
further that turn and counts as having used up his full 
move regardless of the distance moved. 



SPECIAL RULE - EXPERT RIDERS 


Expen riders can re-roU the dice on the Jump chart when 
jumping an obstacle while mounted, and when trying to 
mount a horse (including as fHtssengers). In addition, when 
mounted they benefit from the + / Defence from their shield 
even while carrying a how. If they dismount or are thrown, 
they must leave on the horse either their bow t)r their .shield 
(in which case their Defence is reduced by I fwint). if they 
mount again, they immediately recover all their equipment, 
which was of course left on the horse. 



ADVANCED RULE - 
CARRYING RAMS, LADDERS, ETC 

Cavali*)' models cannot can*}' large or heavy burdens that 
would normally require two or more warriors to carry at a 
full pace move. For example, siege ladders, rams, and 
demolition charges. All these things require the full 
attention of warriors on foot and are impractical to carry 
whilst mounted. The same applies to any large, heavy or 
bulky burdens that are comparable. 

ADVANCED RULE - PASSENGERS 

Rules for carrying pa.sscngers allow for some very 
dynamic actions where riders pluck their friends from the 
midst of disa.ster or carry them towards their goal - just as 
Lcgolas carries Gimli and Arw'cn carries Frodo. Only 
models that can normally ride can be carried as passengers, 
w'ith the exception of Dwar\'es and Hobbits, which do not 
normally ride horses, but can be carried as passengers. 

The most convenient way of show ing that a cavalry model 
is carry ing a passenger is to place the passenger model on 
the cavalry model’s base or as close as possible. 

To mount up. either the passenger must move into contact 
with the cavalry model or vice versa. A standard Jump test 
is then taken by the passenger. On the roll of a I, neither 
model can move further that turn and the pas.scnger docs 
not mount. On a 2-5. the passenger mounts but the cavalry 
model cannot move further that turn. On a 6 the passenger 
mounts and the cavalry model can complete its entire 
move that turn, assuming it’s not already done so. Jumping 
down from a mount is done automatically, no test is 
required. 

A passenger can jump down from a mount before the 
cavalry model moves, in which case both models can 
move normally. He can also jump down at any time during 
the cavalry' model’s move, but will be unable to move 
further that turn and counts as having used up his full 
move regardless of the distance moved. 

A passenger cannot shoot with a bow or other missile 
w'eapons, cannot make u.se of magical powers, cannot 
make heroic actions, and cannot fight in combat. When 
shooting at a rider/passenger/mount, the shcx3ter declares 
his target and shix)ts as normal. If the shot scores a hit then 
the shooter rolls a further dice to see who is hit: on a 1-3 
the mount is hit, on a 4-5 the rider is hit, on a 6 the 
passenger is hit. 

A passenger cannot fight in combat but he can be struck if 
the cavalry' model is beaten. The enemy can choo.se to 
strike any or all of his blows against the passenger if he 
wishes. 

If the rider is killed or dismounts, the passenger is 
automatically thrown (see the chart opposite). 
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SHOOTING K CAVALRY 


When ii comes to shooting at cavalr>' we must take into 
account the chance of a shot striking the mount rather than 
the rider. The following Riles discuss this possibility and 
what to do when riders and their mounts fall casualty. 

MOUNTED TARGETS 

When shooting at a cavalry model, the horse is treated as 
if it were ‘in the way' of the rider - a dice roll is made as 
for any other model partially obscuring the target. 
Therefore, on a 1-3 the mount is hit, while on a 4-6 the 
rider is hit. If there is also a passenger on the mount this 
situation is resolved differently (see opposite for details). 

HITS ON MOUNTS 

Hits on mounts are worked out in the same w'ay as hits 
against w'arriors on fexit. Should the mount be slain, its 
rider (and passenger) are throwm to the ground. The rider 
must be replaced w'ith a foot version of the model. Roll a 
dice on the Throwm Rider chart to detenninc if the rider 
(and passenger) is hurt. 


THROWN RIDER CHART 

Dice Result 

1 Knocked Flying - The rider hits the din, suffering 
a Strength 3 hit. If he survives, he is placed lying 
down beside his mount and can do nothing else for 
that turn. If engaged in a combat, he fights lying 
down. 

2-5 Rises from the Dust - The rider disentangles 
himself from his mount and dusts himself down. 
The rider can do nothing else for that turn - if 
engaged in a combat he cannot strike blows if he 
wins. 

6 Leaps into Action - The rider bounds from the 
saddle of his plunging mount to confront his enemy. 
The mtxiel is replaced by a model on foot and 
suffers no further penalty. 



“.VoH* they sprang forw ard, formed, quickened to a gallop, and charged with a great shout." 
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The Riders of Rohan - horsemasters without peers. 


CAVALRY 

Extra Attack 

A mounted warrior with this bonus gains one extra Attack. 
So, a rider with I Attack would roll two dice in a fight, a 
warrior w ith 2 Attacks rolls three dice, and so on. 

Knock to the Ground 

If a mounted warrior with this bonus wins a fight, all his 
opponents are knocked to the ground, c.xcept for modeJ.s 
with a Strength of 6 or more. These models cannot be 
knocked to the ground by cavalry unless the mount itself 
has a Strength of 6 or more. 

A warrior that is knocked to the ground must back away 
1 72cm from his enemy as usual. The model is then placed 
on its side to show the warrior is lying on the ground. That 
means he will take double strikes from his enemies ju.st 
like a model that has fought whilst lying down. If he is 
charged in the following turn before he has had a chance 
to stand up he will have to fight from the ground 
(.see page 2 1 ). 


For mo.st purpo.ses, cavalry fight exactly like warriors on 
foot - the rider fights against enemies in the same combat. 
Mounts do not attack - they are riding creatures not 
warriors - but their size and ferocity add to their rider's 
attacks as described below. 

The following are the characteristics for a Warg Rider: 

F S I) A W C 
Warg Rider 3/5+ 3 4 1 12 

Warg 0 4 4 0 12 

CAVALRY CHARGE! 

The grealesl advantage of riding a horse is that a warrior 
on a charging horse is very difficult to stop - the sheer 
weight and impetus of the mounted attack will often 
bowl the enemy to the ground! We have two rules to 
represent this extra fighting ability. 


\ trapped warrior that is knocked down takes double strikes. 
Note the model does not take double double strikes because 
he is trapped and lying down - the penalty is for both. 

STRIKES AGAINST MOUNTS 

If a mounted warrior loses a fight, his foes can elect to 
strike either the rider or mount. This is the choice of the 
player making the attacks, and if he has .several attacks to 
distribute he can strike against both the rider and mount. 
Note that a mount isn't considered to be ‘in the way’ as it 
is for hits from shooting - warriors are clo.se enough to 
engage directly so we allow the attacker the choice. 

If the mount is slain, the rider must roll to .see if he is 
throw'n. This is exactly the same as dcvscribed for shooting. 
If a rider is slain the cavalry model is normally removed, 
unless the players have agreed to use the advanced rule for 
loose mounts, described on page 40. 


If a mounted warrior charges a w'arrior on foot then he 
receives two special bonuses: ‘extra attack' and ‘knock 
to the ground'. 

He receives these bonuses regardless of the number of 
enemy he charges, so long as all his opponents are w'arriors 
on foot. The bonuses apply even if the mounted warrior is 
subsequently charged by other enemy on foot. 

The.se bonuses do not apply to mounted warriors fighting 
enemy cavalry. 

Basically, in order to claim these bonuses, mounted 
warriors must have charged and be in ba.se contact 
exclusively with warriors on foot when the fight is 
re.solved. 


FIGHTING ACROSS BARRIERS 

Cavalry can defend barriers as normal, but they do not 
receive any of their charge bonuses when charging infantry 
that are defending a barrier against them. 

SHIELDING 

Mounted models cannot ‘defend by shielding’, but they 
still gel the +1 bonus to their Defence value as normal if 
they’re carrying shields (unless of course if they are also 
carrying a bow, in which ca.se the shield is completely 
useless while they are mounted). 
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MONSTROUS MOUNTS 


Some mounts are so large and powerful that they 
contribute to a fight far more than a horse or Warg would, 
often being far more dangerous than their rider. In gaming 
terms, if a mount’s characteristic profile includes a 
Fighting and Attacks value different from 0, the beast is 
classed as a monstrous mount. Monstrous mounts count as 
cavalry and follow the same rules for normal cavalry, apart 
from the exceptions noted below. 

SHOOTING 

When shooting against a monstrous mount, the chance of 
hitting the mount rather than the rider is far higher. For 
each hit against the model, roll a further dice. On a result 
of 1-4 the mount is hit, on a result of 5-6 the rider is hit. 

FIGHTS 

When resolving a fight involving monstrous mounts, 
simply apply the rules for multiple combats, treating the 
mount as a separate model involved in the fight. As normal 
for multiple fights, add the dice for the mount’s Attacks to 
the ones of the rider and other friends involved in the fight. 
Remember to roll separately the Attacks of models which 
have points of Might, two-handed weapons or other factors 


that can influence the result. In solving the fight, use the 
best Fighting value available (including that of the mount), 
as normal for multiple fights. If the fight is won, the mount 
will .strike at the enemy using its own Strength value. 

Monstrous mounts charge! 

Monstrous mounts and their riders never get the Extra 
Attack bonus when charging, this being replaced by the 
mount being able to contribute its own attacks to the fight. 

On the other hand, such is the mass, strength and ferocity 
of monstrous mounts, that they can Knock to the Ground 
even enemy cavalry if they win the fight when charging. 
This bonus is not lost if the monstrous mount is itself 
engaged by enemy cavalry, but it is lost if it is engaged by 
an enemy monstrous mount. 

When a cavalry model is knocked to the ground, the mount 
is knocked to the ground and the rider is automatically 
thrown and knocked to the ground next to the mount, 
immediately suffering a Strength 3 hit as per Result 1 on 
the Thrown Rider chart. This represents the chance of the 
rider injuring himself in the fall or even being crushed 
under the weight of his own steed. 


ADVANCED RULE - MAGICAL POWERS sc CAVALRY 


If a model employs a magical f>ower (such as Immobilise 
for example) againsl a mounted model, the rider is always 
the target of the spell (unless otherwise stated in the spell’s 
description), since w'e assume he is in control of his own 
steed’s movement. If the rider is affected, then the steed is 
affected as well (the entire model is immobili.sed in the 
ca.se of the above magical power). Of course, if the rider 
has any Will available and wishes to use it, he gels a 
chance to resist the spell normally. If the steed has any 
points of Will (a very rare occasion), or if a passenger has 
any points of Will, these can be used by the rider to resist 
the spell, even if the rider himself is not a Hero. 

The Sorcerous Blast power w'orks in a slightly different 
w'ay. If such power is not resisted, both the steed and the 
rider are moved back by the blast, both suffer the hit from 
the blast, the rider is automatically thrown and both the 
rider and his steed are knocked to the ground. 

Cavalry models in the path of a model that has been 
blasted aw'ay by a Sorcerous Blast (or are fighting it in 
close combat) suffer a similar fate. Both the steed and the 
rider are moved aside, both suffer a Strength 3 hit, the rider 
is automatically thrown and both the rider and his steed are 
knocked to the ground. The .steed is not knocked to the 
ground if it has a Strength of 6 or more, unless the model 
that is being blasted has itself a Strength of 6 or more. 



hildur's heir has come home. 
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ADVANCED RULE 

When a rider is killed, it is usually convenient to 
remove the entire model because in most situations we are 
not concerned with \oosc mounts that will olherw ise get in 
the way of the action. However, there are occasions when 
it would be useful to be able to remount a loose horse. This 
can be quite important in some scenarios. .Also, the rider 
can simply be thrown or dismount voluntarily, in which 
case he’s very' likely to want to mount his steed again at 
some point during the game. It is a good principle that 
Gixxl nuxiels cannot ride the mounts of Evil models and 
vice versa. 

If a mount happens to be a Hero as well (eg, Gwaihir), the 
model is never treated as a loose mount if the rider is killed 
or dismounts. The heroic mount continues to move and 
fight on its own like any other Hero. 

To take into account situations where representing loose 
horses is important, we shall say that w hen a rider is slain, 
thrown or simply dismounts, the player can either remove 
the mount immediately or leave it in place. If the mount is 
removed we assume it runs away and takes no further part 
in the game. If the mount is left in place it remains where 
it is. Players should agree at the beginning of the game if 
they arc using this advanced rule or not. 

A loose mount can be represented by leaving the 
cavalry model on the tabletop and putting a .suitable 
marker on or next to it. Alternatively, if you do not fix the 
riders permanently in place you can simply remove the 
rider. Another option is to have a few separate horse or 
Warg models to be used when the occasion demands. 


- LOOSE MOUNTS 

Loose mounts do not move unless they have to retreat 
because of a failed Courage test. They also have no control 
zone, .so other models can move past them easily. If a loose 
mount inhibits movement, then it will automatically move 
aside to allow other models to pass by. Whichever player 
is moving mu.st reposition the loose mount, moving it the 
smalle.st distance to permit his warrior to pass. 

Loose mounts can still block a warrior's line of sight and 
might be in the way of a shot. Good models cannot shoot 
at targets if friendly mounts are in the way - such a thing 
would be unthinkable! Evil models are under no such 
obligation, of course. 

The enemy might conceivably wish to shoot or attack 
loo.se mounts. Loose mounts have no Attacks and so 
roll no dice in a fight and will therefore lose automatically. 

CASUALTIES IN SCENARIOS 

In a .scenario, it is often important to know- how many 
models have been slain. In the case of cavalry, the model 
is counted as slain once the rider is killed. The mount does 
not count towards the total of slain models. 

COURAGE 

In the case of cavalry models, only the rider need test his 
Courage. Mounts don't lest if they have a rider. 
Loose mounts take tests as normal using their own 
Courage. 
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SCENARIO - THE AMBUSH 


A scenario is an idea for a game that uses some models and 
some elements of scenery to recreate a scene taken from 
The Lx)rd of The Rings, be it from the film, from the book, 
or even a completely made up one. The following scenario 
is very simple and gives you the opportunity to have a first 
go at the game using only the basic rules. Don't worry 
about using any of the advanced rules for now, just follow 
the instructions here on the right to set up your game and 
enjoy your first small battle! 

SaurofTs forces are on the move and none can stand 
against them. With the opening of the Black Gates, 
Sauron*s assault on Middle’earth begins in earnest. All 
across the banks of the Anduin, bands of 0n s harass the 
defences of Condor, which fall one by one. In the plains of 
ea.stem Anorien, a few Men attempt the long march back 
to Minas Tirith and the comparative safety of its walls. 
Little do they realise that they are shadowed by Ores... 


This scenario takes place in the fields of Anorien. The 
playing area is 24756cm by 24'756cm and should have 
scattered ruins (use those from The Return of The King 
game box). 

The Good side has 3 Warriors of Minas Tirith, 
2 with shield and 1 with bow. The Evil side has 4 Mordor 
Ores, 3 with shield and 1 with Ore bow. 

The Good player deploys one of his models in the exact 
centre of the board and the other two within 2’74cm of the 
first. The Evil player then deploys each of his Ores 
anywhere along the table edge. No Ore may start within 
1 2'728cm of another. 

The first side to kill all the models in the opposing force 
wins. 
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THE ELVES 

The Elves arc the eldest of all the races of Middle-earth, the Firstborn. Despising all evil things, the Elves have been the 
toremosl protectors of Middle-earth in ages past. For many years their strength has held the fur>' of Sauron at bay, but the time 
of the Elves is now over, and the eternal war between light and dark must now be championed by Men. 





Glorfimlei EUudan, Elmhir, Anxen and their Elvish brethren stand firm in the face of overwhelming odds. 


Elnmd 


Glorfindel 


The Elves 



Man Parties ' Mirror of Galaciriei diorama. 


“O Elbereth! Gilthoniel! 

We still remember, we who dwell 
In this far land beneath the trees, 
Thy starlight on the Western Seasf" 

- The Fellowship of The Ring 




Now Urn, noro Urn. Asfaloth! 



ADVANCED RULES 

7 Tie pages that precede this section constitute the core rules of the game. The pages that follow deal with additional 
rules, profiles for different warriors, and scenarios. Vou don't need to use any of these e.xtra rules to plav a game, 
though they add further depth to the tactical options and some especially intere.sting and potent heroic characters. It is 
a good idea to make sure you are reasonably familiar with the u’ay the core rules work before u.sing the advanced rules. 


COURAGE 


O f course all of our warriors are courageous - it's just 
that some are more courageous than others! The rules 
that follow’ represent the fact that warriors will not always 
act as you, the player, might wish them to. There are times 
when even the bravest warrior would sooner retreat 
than fight. To lake this into account we have the 
‘Courage test’. 


COURAGE TESTS 

A Courage test is always taken in the same way. Tw^o dice 
are rolled and added together, and the warrior’s Courage 
value is added to the total. If the total score is 10 or more, 
the test is passed. If the score is less than 10, it is failed. 

When a lest is passed there is no effect. 


If you’re learning the game we recommend you ignore 
Courage until you’re confident with the rules for moving, 
shooting and fighting. You can always introduce the 
Courage rules later. To begin with, it is reasonable to 
assume that any Courage test required by the following 
rules is passed. 



When the test is failed the warrior retreats as described 
opposite. 

In the ca.se of mounted warriors only the nder need test ~ 
mounts do not need to test so long as they have a rider. 


WHEN TO TEST 

A warrior must take a Courage lest for the following: 

1. When attempting to charge a terrifying enemy. 

2. At the start of a move once half its force is destroyed. 

3. At the start of a move if the model is on its ow n. 

Attempting to charge a terrifying enemy 

If a warrior wishes to charge one or more terrifying 
enemies, a test must be taken as soon as the warrior comes 
to w iihin 1 ’72cm of the foes. If the test is passed, the model 
can complete its chaige by moving into ba.se contact. If it 
is failed, the mixiel will not charge, losing heart at the la.st 
moment, immediately retreating as de.scribed opposite. 

The ability to inspire terror is a special quality of some 
monstrous creatures as noted in the Forces section. 

Note that a model armed with a .spear/pike supponing a 
friend who is fighting a terrifying enemy does not need to 
lake this test, since he is not going to charge the terrifying 
enemy. 

At the start of each move 

once half the model's force is destroyed 

It half or more of the warriors on your side have been lost 
then every remaining warrior must test every turn before 
moving in the .Move phase. Make the test for each model 
before it moves. Models that do not intend to move must 
still lest as if they were about to do so unless already 
engaged in a fight. Models already fighting when it is their 
turn to move do not lest for courage. 


Courage 


If ihe lest is failed the warrior will retreat instead of 
making a normal move that turn. If the lest is passed the 
warrior can be moved normally or not at all as the player 
wishes. 

Once half the force is destroyed an army will quickly 
begin to disintegrate and this is often the moment when a 
battle is won or lost. Note that models that retreat from the 
table count as casualties, as well as models that have been 
slain. 

At the start of a move if a model is on its own 
Make this test if there are no visible friends within 
6’714cm, and at least two visible enemy within 6’714cm 
for every Wound the model has remaining. So, a Hero with 
3 Wounds need only test if faced by six enemies, but the 
same Hero with only 1 Wound remaining must test if faced 
by two enemies. As ordinary warriors usually have only 
1 Wound they must test when they are on their own and 
outnumbered by two to one, or more. 

Make the test for each model before it moves. Models that 
do not intend to move must still test as if they were about 
to do so, unless already engaged in a fight. Models already 
fighting when it is their turn to move do not have to te.st. 

If the test is failed, the warrior retreats instead of making a 
normal move that turn. If the test is passed, the warrior can 
be moved normally or not at all as the player wishes. 

Isolated warriors are less likely to act as you might wish 
and more likely to avoid combat. 

Note that a test is not required if a model has already 
passed a Courage lest for ‘Once half the modefs force is 
destroyed’ . See Testing Twice below. 

RETREATS 

A retreat happens as soon as a Courage lest is failed. 

When a model retreats, it turns to face directly away from 
the nearest enemy model it can see and moves its 
maximum move distance in .so far as it can. If no enemy 
arc visible, the model moves toward the nearest table edge. 

The retreating model suffers the usual movement penalties 
or tests for difficult terrain and obstacles. The retreating 
mcxiel can move round obstacles, terrain or other models 
to avoid them, so long as it finishes its move as far as 
possible from the enemy model it is retreating from. 

Sometimes, a direct move away from the nearest enemy 
will take a model closer to other enemies as it runs in blind 
panic. A model may not move closer than l'72cm to an 
enemy as it retreats - it will always move round enemies 
in its path and cannot charge them. 

If a model cannot retreat the required distance because its 
path is blocked by other models, impassable terrain, or for 


w'hatevcr reason, then the model retreats as far as it can. 
The mcxiel is still considered to have expended its full 
movement distance even if it is unable to move at all - so 
it won’t be able to shoot a bow that turn, for 
example. However, it can .still u.se any magical powers 
it has so long as it can normally use them whilst it is 
moving. 

Models that have Retreated 

Once a model has retreated, it suffers no further penally. It 
is possible for a model to suffer a .series of retreats one 
after the other - in which case it may find itself fleeing 
from the battle altogether - but a single failed Courage te.st 
only ever results in one retreat move. 

Note that a mcxiel that fails its Courage lest having 
already approached to within T72cm of a terrifying enemy 
will effectively move twice that Move phase - once as it 
moves towards the enemy and once again as it moves 
away from the enemy. Terror can be a very motivating 
force on occasions! 

Fleeing the Battle 

If a retreating model’s move is enough to reach the table 
edge it will move to the table edge and leave the battle. It 
will do this regardless of the direction, even if by doing so 
the retreating mcxiel moves closer to the closest enemy. 
The warrior flees the battle and the mcxiel is removed from 
the game just as if it had been slain. 

STAND FAST! 

The following rule applies only to Courage tests which are 
taken on account of half the army being destroyed. This is 
often the point where battles will be won or lost and where 
only the Herexs can force ordinary warriors to stand fast. 
Rules for Heroes, including Evil Herexs, are given in the 
next section of the rules manual. 

Warriors do not have to test their courage at the start of 
their move if there is a visible Hero within 6*71 4cm 
who has already tested his courage and passed. To benefit 
from this rule, players must test and move their 
Herexs before testing ordinary warriors. This is entirely up 
to the player - there is no obligation to do so - but it docs 
save having to roll for every single model before 
moving. 

TESTING TWICE 

If half the force is already destroyed and a model ' ^ - •’ 
its own there is no need to test for courage Tit 
dice roll will stand for both tests. The e ^ ♦ 

scenario calls for a lest before moving - msie ^ - -5^ 

the result stands for all. 

If the first test is a ‘Stand Fast!’ from « He* * — r*- 

result will also stand for both rolls. 


HEROES 


H eroes arc cxtraordinarv individuals - stem, mighty, 
and dangerous. A hero can fight and defeat several 
ordinary warriors with ease. In terms of our game, HeR>es 
are not necessarily good or evil. The Forces of Darkness 
also have their own evil Heroes who are just as powerful 
as those of the Free Peoples. Aragom, Gandalf and 
Boromir are obvious examples of Heroes, and opposing 

Balrog. 

MIGHT; WILL SC FATE 

Heroes have characteristic profiles just like ordinary 
warriors. In addition, they have three heroic 
characieri .sties, namely Might, Will, and Fate. Unlike other 
characteristics thc.se are represented by a store of points 
that are used up during the game. Players must decide for 
themselves the best time to u.se their rare and precious 
Might, Will and Fate points. 

MIGHT 

This represents a Hero’s ability to perfomi heroic feats. 
When a dice is rolled on behalf of a Hero to resolve the 
effect of .something it has done, its score can be adjusted 
by expending Might. Might can also be used to perform 
heroic actions as described later. 

Each point of Might that is expended can be used to adjust 
the dice score up or down by one to a maximum of 6 or 
minimum of I. No dice can be augmented to more than 
6 or reduced to less than 1. If a player rolls a 3. for 
example, he can expend two points of Might to turn the 
score into 5. 


A player docs not have to decide to use his Might until the 
dice has been rolled, or until both sides have rolled in the 
ca.se of a roll to see who wins a fight. This means a player 
can always ensure the result he wants so long as he has 
enough Might points left. 

If two opposing Heroes are fighting and both wish to use 
Might to win, both players must secretly indicate with 
hidden dice or written notes how much Might they are 
going to expend (minimum 1) and reveal simultaneously. 

When rolling to determine the effect of a successful strike 
or missile hit, two rolls are sometimes required to inflict a 
wound (eg, 6/4+ ). In this case, the Might bonus is added to 
both rolls - I Might point expended on the first roll 
automatically adds to the second roll. 

At the Stan of the game you must record the Might points 
available for each of your Heroes. As Might is used up you 
must keep a track of the remaining points. Once all a 
Hero's Might is gone he can no longer adjust dice rolls. 

It is important to remember that a Hero can only use Might 
to affect his own dice rolls - not those of other characters 
whether friend of foe. In a multiple combat, it is therefore 
necessar>' to roll separately for a Hero's Attacks or use 
distinctly coloured dice to differentiate his rolls from those 
of other warriors. Might is never used to affect random 
50/50 rolls, for example, deciding if a model can be seen if 
you are unsure, making a Spotting roll, rolling for objects 
in the way of a shot, or rolling for hitting a barrier when 
fighting a defending enemy. Also, .Might cannot be u.sed to 
affect the Priority roll made at the start of each turn. 



Aragom, Legolus and Gimli enter Fangom in search of Merry and Pippin. 
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Can I use Might? 

Might points can be used lo add to or subtract from any 
dice roll made to resolve something the Hero has done - 
by far the most useful and usual occasions arc: 

When fighting - To boost a dice roll to win a combat. 
When shooting - To hit a target. 

Shooting and Combat - To inflict a wound on an enemy 
the model has hit or struck. 

Courage - To pass a Courage test. 

Making tests - To affect Jumping. Climbing or 
Thrown Rider results. 

When using Will - To cast a spell or pass a 
Magical Resistance test. 

When using Fate - To pass a Fate roll. 

WILL 

This represents the Hero’s ability to employ or resist 
magical powers. Many Heroes have special magical 
powers. Each time a power is employed, the Hero’s stock 
of Will is reduced. Each lime a Hero attempts to resist a 
magical power, his stock of Will is reduced. Once a Hero's 
Will has been used up he may neither employ nor resist 
magical powers. 

MAGICAL POWERS 

If a Hero has magical powers he can attempt to use one 
power once in any turn. A Hero can resist any number of 
magical powers during a turn so long as he has Will points 
remaining. 

A Hero can employ a magical power in the Move phase 
when it is the model’s turn to move. The Hero must be able 
to see the target as we have already discus.sed. The Hero 
can target a visible model even if it is engaged in combat, 
unless specified differently in the magical power’s 
description. In addition, a Hero must be free to move in 
order to use a magical power. A Hero already fighting an 
enemy when it is his turn to move cannot use a magical 
pow'er. 

A magical power can be used at any point during the 
model's movement - before moving, afterwards, or at any 
point between. A Hero might use a magical power against 
an enemy and then move into combat against the same 
enemy, for example. 

When a Hero employs a magical power, the player states 
w'hich power the Hero is using and nominates how many 
dice he will roll. The Hero’s Will value is immediately 
reduced by I for each dice rolled. The player rolls all the 
dice together. If the highest scoring dice equals or beats the 
value required to use the power then the Hero has 
succeeded. If none of the dice score the minimum value 
needed, the Hero has failed to use the power - there is no 
effect. You will notice that the more dice a player uses the 



Bravery often comtnamls a steep price. 


greater is his chance of scoring the value required and the 
greater his Hero’s expenditure of Will. 

If a Hero is the victim of a magical power he can resist it 
by rolling one or more dice. This is called ‘magical 
resistance’. The player declares how many dice he will roll 
and the Hero’s Will value is immediately reduced by I for 
each dice rolled. The player rolls all the dice together and 
picks out the highest score. If the highest scoring dice 
equals or beats the highest scoring dice of the attacker then 
the power is resisted and has no effect. If none of the dice 
equals or beats the highest scoring dice of the attacker then 
the Hero has failed to resist the spell’s effects. 



SPECIAL RULE 


Resistant to Magic 

Hobbits are naturally resistant to the influence of magic and 
the will of others. If a Hobbit attempts to resist a magical 
power with his Will and fails to roll the required score then 
he can re-roll the dice. This gives a second chance of succe.ss 
- but note that only one re- roll is allowed - you cannot 
re-roll a re-roll. 




FATE 

Fate represents a Hero’s destiny and as such pre.serves him 
from harm, where ordinary warriors would otherwi.se die. 
If a Hero loses a wound then he would normally reduce his 
remaining Wounds value by I. However, if the Hero has 
Fate points left he might be able to avoid harm by some 
heroic ruse. 

If a Hero loses a w'ound then he can expend one or more of 
any Fate points he has to 'recover'. The player rolls a dice 
and simultaneously reduces the Hero’s Fate store by 1. If 
the dice scores a 4, 5 or 6 then the roll is successful and the 
Hero recovers I wound. Any number of wounds can be 
recovered in this way but a Hero can never have more 
wounds than shown on his profile. 


Heroes 


A player can use as many Fate points as he has available to 
try to recover a wound. The player can roll one dice at a 
time until he makes the score required, runs out of Fate, or 
decides to suffer the wound. 

Fate points are most commonly expended in combat but a 
player can also use them if a Hero dies as a result of a fall 
or similar mischance. In this case, a successful result might 
mean that the Hero has not fallen to his death but landed 
on something soft placed in his path by fortune. 

USING MIGHT, 

WILL S FATE TOGETHER 

Might can be used to adjust Will or Fate dice rolls if the 
player wishes, so long as the Hero has sufficient Might 
points remaining. A very powerful Hero will be able to 
cheat death and resist the most potent of sorceries - for a 
while - but sooner or later even the greatest Hero will run 
out of one or other of Might, Will or Fate. 



Most Heroes will have only a few points of Might, Will or 
Fate for an entire game, and will have to consider how to 
use them very carefully indeed. The more Junior Heroes 
may have little more than a single Fate point or a couple of 
Might points to back their claim to fame. Others not only 
have a large store of points, but depend upon them utterly, 
such as the Ringwrailhs. 

HEROIC ACTIONS 

As we have already described, priority is usually 
established at the stan of each turn by rolling a dice. 
Whichever side has priority that turn takes all its moves 
and shots first, and decides the order in which combats are 
fought. This is the normal priority rule as described in the 
Turn Sequence (see page 13). 

During the Move, Shoot, or Fight phase, any individual 
Hero can override the normal sequence by giving up 
one point of Might to make a ‘heroic action*. The player 
must declare that he wishes to make a heroic action at the 
Stan of the phase. 

If both players wish to make heroic actions in the same 
phase then the sides alternate picking a Hero to make a 
heroic action. Roll a dice to randomly determine which 
side has the first pick - 1, 2 or 3 the Evil side goes first; 
4, 5 or 6 the Good side goes first. 

Once all the Heroes who are making heroic actions have 
been indicated, work out their actions in the order they 
were picked. It is easier to remember the order if you place 
a dice beside each mtxlcl as it is nominated - I is first, 
2 is second, 3, 4, and so on. This sometimes allows Heroes 
to anticipate the enemy and cancel their heroic action, for 
example, by moving into base contact with a Hero who has 
declared a heroic move or by shooting before the Hero and 
his friends can do so and killing the Hero. If this happens, 
the points of Might used to declare the heroic action are 
spent and cannot be restored because the heroic action has 
not happened - the enemy has been quicker! 

HEROIC MOVE 

A Hero who makes a heroic action at the start of the 
Move phase will move before other models that are not 
making heroic actions. In addition, the Hero can shout 
“With me!” as he moves, and all friends within 6714cm 
will move at the same time. Friends moving in this way 
must begin and end their move within 6714cm of the Hero 
who is making the heroic action otherwise they cannot 
move with him. It is very important that players try and 
move the Hero before the other models that are going to 
join him in the heroic move. These models do not get to 
move at all if the heroic move is cancelled by the enemy 
gelling to execute his own heroic move first and engaging 
the Hero calling the heroic move before he can move. 


I1t€ Kword ami the King are reunited. 
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Gamialf marshals the defences oj Minas Tirith. 


HEROIC SHOOTING 

A Hero can call a heroic action at the start of the 
Shoot phase by shouting “Fire!”. This enables the Hero 
himself and all friends within 6’714cm to shoot before 
other mcxlels that turn at whatever targets they wish, 
assuming they are able to. Note that a Hero does not need 
to be shooting him.self to call a heroic shooting action, but 
he cannot do so if he is engaged in combat. 

HEROIC COMBAT 

If a Hero gives up one point of Might at the start of the 
Fight phase, the combat he is involved in is worked out 
before other combats that turn. In addition, if all enemy 
models in base contact with the Hero are slain, the Hero 
and any friends in the same multiple combat can move 
again before proceeding wi\b ihe Figbl phase. For 
example, the Hero and accompanying friends can charge 
other enemies or move to join other fights, although they 
don't have to, and can simply move away if they .so wish. 

When warriors fight heroic combats they will often move 
to join existing fights and in some cases this can change 
the way the fights are divided. Once the heroic combats 
have been worked out it may be necessary to rematch other 


fights as a result. The player with priority decides how 
combatants are matched as normal. 

A warrior w^ho fights a heroic combat and then moves to 
join a further heroic combat cannot then move and fight 
again. A warrior can only benefit from one heroic combat 
during a single Fight pha.se. 

Designer ’s Note, It *s possible for a Hero ’5 heroic action to 
affect another Hero - so two Heroes within 6yi4cm could 
benefit from either of them making a heroic move or shot. 
Similarly, two Heroes fighting together in a multiple 
combat would benefit if either used the hemic combat 
ability. 

Once a model has moved or shot it has completed its 
movement and shooting for that phase. The hemic action 
enables the model to move or shoot first but does not 
enable it to move or .shoot tw ice. A model that happens to 
be within 6'Vl4cm of a series of Heroes making a heroic 
move cannot move along with each - it only moves once! 

Heroic combat is slightly different because a model gets 
the chance to move and fight a .second time. However, a 
model can only benefit from a hemic combat action once 
per turn. 
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WEAPONS 


S O far in ihe game it makes no difference whether a 
warrior is armed w'ith a sword, spear, or any other 
weapon - all warriors fight in the same way. Whilst this is 
perfectly good when it comes to learning the rules and 
making a start, there is clearly a good case for introducing 
unique rules to reflect the differences between one type of 
w'eapon and another. 

MORE THAN ONE WEAPON 

Warriors often carry several weapons; for example a bow, 
sword and a spear. If a warrior is armed with several 
different shcxning weapons, eg, a throwing spear and a 
bow, he can use either one of them in the Shoot phase but 
he cannot use both in the same phase. If a warrior has 
several close combat weapons, eg, a sword and a 
tw'o-handed axe, he can use either one of them in the 
Fight phase but he cannot use both in the same phase. 

SWORDS 6C 

OTHER HAND WEAPONS 

.Most w'arriors carr>' a sword, axe, club or similar w^eapon 
in one hand - these are collectively called ‘hand weapons' 
for that reason. All hand weapons are used more or less in 
the same way and how effective they are is more 
dependent upon a warrior’s familiarity with his armament 
than any inherent difference between swords, axes, etc. 

The rules already given assume a warrior is armed in this 
way so we need not burden ourselves with additional rules 
for hand weapons. They represent the standard or norm. 

BEADED BOWS SC CROSSBOWS 

Evil warriors amied w'ith Ore bows or crossbow s can fight 
with them in clo.se combat as well as shoot from a distance. 
These bladcd weapons have sharp blades fitted into the 
bow stave itself. A w'arrior armed with this is considered to 
have a hand weapon - so he fights as if armed with a 
sword. 

SPEARS 

If a warrior on foot is armed with a spcai* held in either one 
hand or two hands, he can fight exactly as already 
described in the Fight Phase section of the book. In this 
respect a spear-armed man fights like a sword-armed man. 

In addition, because of a spear's length, a spear-armed 
warrior can contribute one attack to a fight if he is in base 
contact w ith a friend who is touching an enemy. The extra 
length of the spear allows him to ‘support’ his own 
comrade against the foe. The spear-armed warrior docs not 
need to be touching the foe to lend support in this way - he 


only has to be touching a friend who is him.self touching 
the enemy. The friend must have a ba.se of the same size as 
the spear-armed warrior, or smaller, for the spear-armed 
warrior to be able to support him. If the friend’s base is 
bigger than the spearman's, the spearman cannot support 
his friend. 

A speamian cannot offer support if he is or was him.self 
engaged in combat during the same Fight pha.se. 



The spear rule alloHS a warrior to support a friend - as the 
spear -anned On' cm the left is doing. 


A spear-armed warrior who is supporting a friend as 
described is not part of the combat for all intents and 
purposes (ie, the Fight value. Strength and Might of the 
spearman do not come into the fight at all). The friend 
supported in this way by a spearman gets one extra attack 
for that combat. .A model with 1 attack will have 2, a model 
with 2 will have 3, and so on. This extra attack represents 
the advantage offered to the friend by the support of the 
spearman, which allows the friend to be more effective in 
combat. 



This fight is a multiple comlxtt hetu'een two Men and one On\ with a 
second Otx supfM/rting with a spear. 

Only one spear-armed warrior can support one friendly 
model at a lime. If several spear-armed warriors are 
touching a single friend, only one of them can give an 
extra attack to the friend. 
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As noted opposite, spear-armed models cannot support 
warriors using two-handed weapons or defending 
themselves by shielding. See the rules for these weapons. 

The spear mles allow' warriors with spears to support their 
friends, and enables a huddle of spear-armed trcxips to 
bring their numbers to bear against the foe. This offers 
spear-armed warriors a different w'ay of fighting that is 
especially valuable in larger battles where bringing as 
many men into a fight as possible can often carry the day. 

Designer's Note, If you own a previous edition of the game 
you'll notice we've slightly changed the rules for spears 
(and pikes) - we found it is much simpler to say that the 
spearmen are not involved at all in the fight they are 
contributing to, 

TWO-HANDED SWORDS SC AXES 

A two-handed sword or axe is a large, heavy weapon that 
needs two hands to wield it effectively (heavy glaives, 
halberds and similar weapons are considered to be in the 
same category). As with hand weapons, we w'onT w'orry 
unduly about the differences - they are fundamentally 
similar wea|X)ns that require a similar approach. Two- 
handed weapons are difficult to use because they are so 
heavy. Warriors pressed into combat for prolonged periods 
will lire easily as the strain of .swinging their enormous 
blades takes its loll on their stamina. This is w'hy only a 
minonty of w'arriors favour them. The advantage though is 
that they are very dangerous - able to smash through 
armour and crush flesh and bone with horrific ease. 

Models armed with two-handed weapons cannot carry 
bows, crossbows or shields as they need both hands to 
carr>' their weapons. It is also impossible to use a 
two-handed weapon whilst mounted. 

If a mexJel is fighting with a two-handed sword or axe, it 
automatically suffers a -1 penalty to its dice roll when 
working out which side wins the fight - a dice roll of 5 
counts as 4, a roll of 6 as 5, etc. The minimum possible 
score is 1, .so a roll of 1 .still counts as I and not as 0. The 
.score can still be enhanced to a maximum of 6 by the u.se 
of a Might point as described for Heroes. This penalty 
reflects that the weapon is heavy and difficult to use. 

If fighting a multiple combat, it is necessary to di.stinguish 
models that are using two-handed weapons from others - 
so roll .separately or use different coloured dice for them. 

By way of compensation, a warrior fighting with a 
two-handed sword or axe adds +1 to his dice roll on the 
Wound chart - a roll of I counts as 2, 3 counts as 4, and .so 
on. If two rolls are normally required to inflict a wound 
(eg, 6/4-f) the bonus is added to both rolls. The maximum 
.score on a dice is 6, so a roll of 6 still counts as 6. The 
bonus reflects the fact that (he weapon is heavy and very 
de.struclive. 



On'S arr brutal and cruel. 


There is one further rule - becau.se warriors armed with 
these weapons must swing them in great arcs it is 
inappropriate that friendly spearmen or pikemen should be 
able to support a warrior which is fighting with a 
two-handed weapon - their long weapons would instantly 
be knocked aside. So, a spear or pike-armed warrior 
cannot support a friendly warrior who is fighting with a 
two-handed weapon. 

As you can .see, a warrior armed with a two-handed 
weapon is less likely to win a combat but more likely to 
inflict a wound. To take full advantage of these weapons, 
it is a good idea to support warriors armed in this way with 
others carrying ordinary swords or other hand weapons, as 
the.se more nimble warriors are more likely to win fights 
than their unwieldy comrades. 

ELVEN BLADES 

The Elves fight with elegant curved blades of exceptional 
craftmanship. The.se weapons are so finely balanced that a 
skilled Elf warrior can swing their very long blades in a 
fluid .series of cuts and thrusts. Elven blades are hand 
weapons, but a model wielding one can declare at the 
beginning of any Fight pha.se that he is going to use it with 
both hands. For the duration of that Fight phase, the Elven 
blade will count as a two-handed weapon. If the warrior 
also carries a shield or a spear then he cannot use his Elven 
blade as a two-handed w'eapon. 



Weapons 


LANCES 

Heavily armoured horsemen are someiimes equipped with 
long thrusting spears called lances. These arc fixed in 
place underarm when the warrior is charging, thus 
allowing the warrior to bring the entire weight and impetus 
of his charging steed to bear against the enemy. 

A cavalry model armed with a lance gets a special bonus 
when charging, even if it is subsequently charged in the 
same Move phase. A lance adds +1 to his dice roll on the 
\\ound chart — a roll of I counts as 2, 3 counts as 4, and so 
on. If two rolls are normally required to inflict a wound 
(eg, 6/4+) the bonus is added to both rolls. The maximum 
score on a dice is 6, so a roll of 6 .still counts as 6. 

This bonus is in addition to any other cavalry bonuses for 
charging cavalry, but it al.so applies against enemy cavalry 
and is not lost it the warrior is engaged by enemy cavalry. 

If fighting a multiple combat it is necessary to distinguish 
models that are charging with lances from others - so roll 
separately or use different coloured dice for them. 

If the lance-armed warrior docs not charge, he receives no 
bonus and instead the horseman will have to fight using 
the butt or shaft of his lance (counts as a dagger). If he also 
carries a hand weapon, he can use it instead at no penalty. 

It is impossible to use a lance whilst on foot. 

KNIVES SC DAGGERS 

Most models carr^' at least some kind of hand weapon, 
even if it is only a club. However, a few carr> only a knife 
or no visible weapon at all, in which ca.se we assume they 
have a knife tucked about their person somewhere. 

A mcxiel armed only in this way is not well equipped for 
combat and therefore suffers a -I dice penalty w'hen 
working out who wins a fight - a roll of 4 counts as 3, a 
roll of 6 as 5, and .so on. Rolls of I .still count as I because 
it is the lowest score possible. Note that separate dice rolls 
will be required in multiple combats for models armed 
with knives and daggers. 

Savage animals and monsters which would not 
normally need weapons to fight are not penali.sed just 
because they have no visible weaponry. They have claws, 
teeth, and whatever else nature has endowed them wath. 

SHIELDS 

It a imxlel has a shield, the warrior’s ability to defend 
itself is taken into account by a suitable increase in the 
mixlel's Defence value. 

If a warrior has both a shield and a bow or crossbow it is 
assumed the warrior cannot carry both at the same time, so 


bow/crossbow-armed models receive no increase in their 
Defence value from carrying a shield but they do still 
benefit from the following rules for having a shield: 

If a warrior is armed with a two-handed weapon or pike it 
cannot also carry' a shield. It doesn't have enough hands! 

A warrior armed with a shield is allowed to fight in a 
defensive manner by expending its entire effort fending off 
its foe s attacks. This is called ‘defending by shielding' or 
just ‘shielding’. If a player wants a warrior to defend by 
shielding, he must say it is doing so at the start of a fight. 

Note that this cannot be done while mounted on a .steed, 
only models on foot can defend by shielding. 

If a warrior is shielding, then two dice are rolled for each 
single Attack characteristic he has when determining who 
wins the fight. So. a warrior that has an Attack value of I 
rolls two dice, an Attack value of 2 rolls four dice, 
an Attack value of .3 rolls six dice. etc. If the warrior wins 
the light then he may not strike any blows against his 
enemy. His enemies are beaten back the usual distance but 
he cannot strike against them as they move back. 

As you can see. the advantage of shielding is that it makes 
it more likely for the mcxlel to win the fight. The 
disadvantage is that should he win he strikes no blows. As 
such, shielding is only a practical response where it is 
more important for a warrior to survive the turn than it is 
for him to slay his enemy. 

If a warrior is fighting a multiple combat, shielding is 
only effective if all the warriors on one side do so. In a 
combat with three models on the same side, for example, 
all three must decide to use the special shielding rule or 
none. In general, players will only want to shield when 
they arc heavily outnumbered or facing vastly superior 
opponents — but it is left to the player to decide when 
shielding might be an effective option. 

A model who is equipped with a spear or pike may not 
support a warrior who is shielding - the shield and the 
warrior’s efforts to defend himself get in the way of the 
spear or pike shaft. 

A warrior who is lying on the ground can defend himself 
by shielding if he has a shield. This is the best response to 
an enemy attack as a warrior who is on the ground cannot 
strike if he wins the fight in any ca.se. 

PIKES 

A pike is a ver>' long spear. Only a warrior on foot can 
carry a pike - the weapon is so long that it is impossible to 
use whilst mounted. MexJels armed with pikes cannot carry 
bows, crossbows or shields as they need both hands to 
carr>' their weapons. 
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In this situation, the Vrukhai fitihuuft against the Warrior of Mows Ttrith 
is /)einf( supported b\ tM'o friends and therefore has three Altai ks. 


The rules for pikes are the same as those for spears except: 

A pike-armed warrior can support a friend engaged in 
combat by being in base contact with a spear- or 
pike-armed warrior who is already supporting the same 
friend, as shown below. This will give another attack to the 
friend engaged in combat, for a total of +2 attacks. 



A pikeman and a spearman supportin\> a friend. 

Otherwise - all the rules for spears apply and rather than 
repeat them we suggest you re-read the section on spears 
(see page 50). 

THROWING WEAPONS 

Throwing spears, javelins, and throwing axes are weapons 
designed specifically to be thrown rather than used in a 
fight like ordinary spears or axes. Though throwing 
weapons may appear superficially similar to 
weapons designed for fighting in close 
combat, they arc generally smaller and 
heavier, and are balanced for flight rather 
than for use in combat. A model that has a 
throwing weapon can use it in a fight - in 
which case no special rules apply and it 
counts Just like an ordinary sword or axe. A 
model armed with a throwing spear cannot 
fight through another mtxlel as can a regular 
spear-armed warrior. 

A model can throw its weapon in the Shoot 
phase in the same way as a model armed 
with a bow or crossbow. Alternatively, a 
charging model can throw' its weapon at the 
foe it is about to fight. This is an exception 
to the normal rules as it allows a warrior to 
‘shixn' as it moves. 



A/I On' hattleline prepares to receive a charge. 


A warrior can throw its throwing weapon as it charges. The 
player moves the model as if it were going to charge the 
enemy but instead of moving into touch it halts rV2cm 
away. It then throws its weapon at the enemy it is about to 
fight. The throw is then worked out exactly as if it had 
taken place in the Shoot phase, even though it is still the 
Move phase. Once the weapon has been thrown, the 
charger is moved into contact with the same enemy model 
or, if the enemy has been slain, the charger completes its 
move as the player w'ishes. You will notice that this 
potentially enables a warrior to slay an enemy as it charges 
and then charge a different enemy and fight. 

Designer's Note, If you own a previous edition of the game 
youll notice we*ve changed the throwing weapons rules - 
we found that the fme use only" rule meant people either 
had to u.se too many models to represent a single warrior 
or be burdened with an awful lot of book-keeping. We have 
decided that the models will have an unlimited number of 
shots with their throw ing weapons, representing the fact 
that they carry a number of them and/or they' are picking 
up their weapons after throwing them as they move around 
the battlefield. To compensate, we have increased the cost 
of throwing weapons and reduced their range to 6'7l4cm. 



.A i .A 


Bidin charges the Maria Goblin, stops to throw his axe atid then, having failed to kill his 
enemy, completes his charge. 



BOWS - VOLLEY FIRE 

Groups of bowmen can coordinate their fire and loose 
volleys of arrows into the air in order to rain death on 
enemies very far away and even out of direct sight! This 
kind of fire greatly incretises the range of the weapon, but 
it also considerably reduces its accuracy and is effective 
only against densely packed enemy fonnations. 

Any group of six or more bow-armed models grouped 
together at the beginning of the Shoal phase (each warrior 
must be in base contact with at least one other of the 
group) can declare they are going to fire a volley. Tliey can 
do this as long as they all have the same kind of bow' (Elf 
bow\ bow, Dwarf bow or Ore bow) and have all moved no 
more than halt their Move distance in the previous Move 
phase, as normal for bow-armed models to be able to lire. 

The range of bows firing a volley is doubled, but models 
that are closer than 1 8'742cm cannot be targeted, being loo 
close for indirect fire (for example, an Elf bow' could hit 
targets between 18742cm and 4871 12cm). 

The firing group can pick any enemy model within range 
and does not need to be able to see the target, as long as 
there is at lea,st one friendly mcxiel on the battlefield that is 
able to see their target. 

All mixlels in the firing group that arc within range of the 
target roll a dice. They score a hit only on the roll of a 6, 
regardless of their Sh(x>t value. 

The target model can be hit only once, regardless of the 
number of 6s rolled, but any excess hits can be spread 
among models within 6’7l4cm of the target, follow ing the 
following prcKcdure. 



Gandalf the White 


The first hit is always on the target, then the player 
controlling the target picks a model within 6714cm of the 
target and alkx'ates the second hit to it, then the player 
controlling the firing group can pick another mcxiel within 
6714cm of the target and allocate the third hit on it, and 
the two players continue alternating like this until there are 
no hits left or all mcxiels within 6'714cm of the target have 
been hit once. 

If friendly models are within 6714cm of the target. Gocxl 
models cannot sh(xx and must choose another target. Evil 
mcxiels can shoot as normal. 

Barriers will count as *in the w'ay’ only if they are between 
the firing group and the model hit, and the model hit is in 
base contact with the cover. .Models inside a wooded area 
always benefit from an ‘in the way' roll becau.se of the 
trees and mexJels inside buildings or with some other solid 
protection overhead cannot be hit at all by indirect fire. 

Normally, nxxlels can be hit only once by volley fire, but 
extremely large creatures can be hit by more arrows. 
Mcxiels mounted on large bases (with ba.ses of 40mm 
radius or more) can be hit once per Wound on their profile. 
This means that, for example, cavalry models can be hit 
twice (one on the rider and one on the mount), while a 
Balrog could be hit ten times! 

PICKING UP WEAPONS 

In general, we have not made provision for warriors 
picking up weapons from other warriors, from w'eapon 
stores or discarded w'eapons that might lie around the 
battlefield. Keeping track of which w'arriors have acquired 
which weapons w'ould be impractical and would make 
little difference to the battle. However, for players who 
wish to add a further level of detail Heroes arc allowed to 
take weapons in some situations. 

If a Hero w ins a fight and slays all of his opponents he can 
take one weapon or shield from any of them. 

If a Hero dex^s not have a shield and picks one up, he adds 
1 to his Defence unle.ss he al.so has a bow' or crossbow. 
.Models who carry pikes or two-handed sw’ords/axe cannot 
pick up a shield. See the Shield rules. 

If a Hero docs not have a bow or crossbow and picks one 
up, he can shoot and is assumed to also pick up enough 
arrows to last for the rest of the battle. If unspecified his 
Shoot value will be the ba.se Shoot value for his race. 

If a Hero is already using a shield, then his Defence value 
is reduced by 1 if he sub.scquenily picks up cither a bow or 
cro.ssbow. See the Shield mies. 

Note that Heroes cannot pick up or use magical weapons 
or items from their enemy - Gtxxl and Evil magic is 
contradictory in nature and cannot be employed by the foe. 
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BANNERS 


M ost armies carry to battle banners, standards, icons. 

totems and other pieces of equipment showing the 
symbols of their people and leaders. Famous examples of 
such symbols arc the While Tree of Gondor, the Red Eye 
of Sauron. the Horse of the Rohirrim and the White Hand 
of Saruman, but many more exist (see page 151 for more 
examples of banners). 

EQUIPPING WARRIORS WITH BANNERS 

At the additional cost shown in their entry in the Forces 
section, warriors can be given banners. A force can include 
a number of banners equal to or less than the number of 
Heroes it includes. 

A model that is given a banner can wear armour and ride a 
steed, but it cannot use any other kind of 
wcapons/equipment. Any wcapons/equipment that the 
mtxlel is already carry ing arc lost if he is given a banner. 
Models carrying a banner count as armed with two-handed 
weapons, except that they do not get any bonus when 
rolling on the Wound chart. This represents the difficulty 
of defending oneself while holding up a heavy banner. 

If a warrior carrying a banner is killed, a friendly warrior 
in base contact can drop all his equipment and pick up the 
banner (effectively, the player must remove the model and 
replace it with the one carrying the banner). Models cannot 
pick up a banner while they are engaged in combat. If the 
banner is not picked up. it is lost in the mayhem of battle. 

Heroes can never carry and pick up banners, unless 
otherwise specified in their entry. 


BANNER COMBAT BONUS 

All models within 378cm of a friendly banner bearer are 
in range of the banner. If at least one model in a fight is in 
range of a friendly banner, the entire fight is deemed to be 
in range of the banner. If a fight is in range ot a banner, the 
side the banner belongs to can benefit from the banner s 
combat bonus. 

The combat bonus of the banner allows the player to 
re-roll one of the dice rolled to determine who wins the 
fight. The player simply rolls the dice as normal, and can 
then decide to pick up one of the dice and re-roll it. As 
normal the second number rolled stands and cannot be re- 
rolled. Might can be used to modify the final result. Note 
that this effect docs not apply to rolls on the Wound chart. 

In a combat where both sides are in range of friendly 
banners, both players get to re-roll one dice, and they can 
decide to do so even after seeing the result of their 
opponent’s re-roll. For example; in a fight the Good side s 
best roll is a 4 and the Evil side’s is a 3. The Evil player 
decides to re-roll one of his dice, obtaining a 5 and taking 
the lead. At this point the Good player decides he will also 
re-roll one of his dice and scores a 6, winning the tight! 

CAPTURING BANNERS 

The victor of a scenario will always capture all the banners 
that the enemy has lost during the game. This does not 
normally have any effect on the game, other than offering 
the victor a splendid occasion to tease the loser. In some 
scenarios though, this might make a difference in ibc 
victory conditions, if speciHcd in the scenario s objecii\c> 



Warriors of Gondor and Rohan unflinchingly await their destiny. 



Eh^arves 


THE DWARVES 

L-le ihc Elves, the Dwarves are an elder race whose days are fading as Men come into prominence. In most other ways, 
the Dwarves are quite dissimilar to Elves. Where Elves are tall and gracefully spoken. Dwarves are short and gruff. 
Where Elves prefer to dwell in ihe forests of Middle-earth, the Dwarves carv'e their halls deep within the roots of the mountains. 




The horde of Urukdmi is no match for the skill and fury of Gimli son of Gloin. 
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The Dwan ey 




Gimli lakes his rest after a job well done! 




FORCES 


M any people start off using whatever mcxlels they 
happen to have. That's a perfectly natural way to 
begin and there's nothing wrong with doing exactly that 
when you first play. Whilst you're learning the rules of the 
game it's not such a big deal who wins or whether the 
forces are exactly balanced. 

Most players find that once their collection has grown and 
become more varied, it is more satisfying to fight battles 
where each side is as near equal as possible. This pan of 
the rules manual explains how to select balanced forces for 
a game. 

The section is div ded inlo two separate force lists. The 
Good forces include Elves, Men, Hobbits, and Dwarves. 
The Evil forces include Ores, Uruk-hai, Goblins and evil 
Men. Use the force list for the side you have elected to 
play. 

POINT VALUES 

The force list for each side gives characteristic profiles, 
weapons, special rules, and a points value for every type of 
model, including warriors and Heroes. The points value is 
a measure of the model’s worth in the game. 

It is usual for players to begin the game with an equLl 
points value of wanii)is. As Good warriors are generally 


worth more than Evil warriors, this means the forces of 
Good will frequently find themselves outnumbered. Most 
Good waiTiors are of superior fighting quality compared to 
the majority of their opponents, so don't despair when you 
see hordes of Ores on the other side of the table. 

SCENARIOS 

The different game scenarios employ forces of broadly 
different sizes. Some are small encounters and others 
larger battles. Inexperienced players are advised to play 
the smaller encounters before attempting a larger game. As 
players acquire more models and their collection expands, 
it will be possible to progress to larger, more demanding 
scenarios. 

Though we have provided a number of scenarios based 
directly on the encounters portrayed in The Return of The 
King movie, many players enjoy making up their own 
scenarios too - taking the events portrayed in The Lord of 
The Rings as their inspiration. 

HOW TO SELECT TROOPS 

Begin by choosing which scenario to play. Each scenario 
can be played with any number of points worth of troops, 
but we have indicated what w'e feel is the ideal value for 
points matched game. 



Fotves 


Having decided how many points to choose, each side 
secretly selects the models to take part in the game. Use 
the troop list for your own side to select your force and 
make a note of the points cost as you do so. You can 
choose models with a total value up to the points you have 
agreed, but no more. In most ca.ses you will find you 
cannot match the points exactly but this doesn't matter so 
long as you do not spend more points than you are 
allowed. 

In most cases, the scenario you are playing will limit the 
number or proportion of Heroes in your force or the 
number of bow-armed imxlels. This is to ensure the 
scenario plays as it is intended even if you choose forces 
radically different to those in the actual event portrayed. 

Oh - in case you were wondering - you can only have one 
of any named individual in your army. You can't have an 
army made up entirely of Aragoms, for example! 

USING THE RECORD SHEETS 

It is a gcK)d idea to work out your forces on a piece of scrap 
paper as you may wish to change your mind, or go back 
and revise details. Once you are satisfied with your final 
forces, make sure that you have added up their values 
correctly, you are then ready to transfer details to a record 
>heet. 


You don't need to use a record sheet if you do not wish to 
but most players find it convenient to have a handy note of 
all the characteristics and relevant details for each game. 

At the back of this book you will find a record sheet you 
can photocopy to use in your games. 

Simply write down the details for each model onto the 
sheet. If your force includes several models of the same 
type, there is no need to make a separate entry for each 
model, a single entry will suffice in most cases. Once you 
have copied all the characteristics and made any notes you 
think will prove useful, your record sheet should be ready 
for use in your battles. 

We have also repeated the Movement chart below for 
convenience. 

Designer's note: You will notice that the force lists include 
Heroes from the Elder Age, as well as characters from the 
time of the Fellowship. The story of the Ring is a long one, 
spanning many generations of Men. We leave it to players 
to decide whether to restrict themselves to contemporary 
characters when they choose a force. 

However, whether you choose contemporary or diverse 
characters, you will notice that the lists do not allow more 
than one character to carry the Ring. 


MOVEMENT CHART 


TYPE MAXIMUM MOVE OVER OPEN TERRAIN 



Inches 

Cms 

MANAVOMANAVIZARD 

6" 

I4cm 

HIGH ELFAVOOD ELF 

6" 

14cm 

GWAIHIR 

12" 

28cm 

ENT 

6” 

14cm 

HOBBIT 

4" 

10cm 

DWARF 

5" 

1 2cm 

GOLLUM 

5" 

12cm 

ORC 

6" 

14cm 

MORFA GOBLIN 

5" 

12cin 

URUK-HAl 

6" 

14cm 

TROLL 

6" 

14cm 

BALROG 

6" 

14cm 

RINGWRAITH 

6" 

14cm 

SAURON 

6" 

14cm 

SHELOB 

10" 

24cm 

FELL BEAST 

12" 

28cm 

WARG RIDER 

10" 

24cm 

HORSE RIDER 

10" 

24cm 


. an see distances are given in both inches and centimetres as they are thwughout this rules manual. Either .system 
used hut stick to one or the other, don't mix them in the same game as the distances have been rounded for 
:nce. Note: The Move rate for Ores has increased from 5" to 6" from the previous editions of the game. 


THE FREE PEOPLES 

Use this list to choose a Good force to the points value you have agreed with your opponent. 



HEROES 

Frodo Baggins (Hobbit) 

F S I) A 
Frodo 3/3+ 2 3 I 


W 

2 


C 


6 


Points value: 6- 

Might 

Will 

Fate: 


Frodo has undertaken the quest to carry the Ring to Mordor 
and cast it into the fires of Mount Doom, thus ending its 
power forever. Though Frodo is hardly as hold or fierc e a 
warrior as many others in Middle-earth, he alone has the 
strength of character needed to .succeed. For the Ring has a 
.strong and evil will of its own. The Ring wants to he found! 

Wargear 

Frodo carries a sturdy blade (hand weapon). At an additional 
points cost, he can he given the following items of wargear. 
He can only carry wSting or wear his Mithril coat if Bilbo is not 
included in the force. 

Sting 15 pts 

Mithril coat 25 pts 

Elven cloak 10 pts 

Sting 

Sting is a magical blade that shines with a blue light when 
Ores are near. When Frodo carries Sting, he adds +I to his 
Strength characteristic, giving him a Strength value of 3. 

Mithril Coat 

Mithril is a rare metal that is as light as a feather, and as hard 
as dragon scale. The wearer’s Defence value is increased by 
+3, in Frodo's case from Defence 3 to 6. 

Elven Cloak 

If the wearer is partially concealed from view, he cannot be 
seen at all at distances of more than 6714cm - the wearer 
appears to melt into the background. This means that enemy 
archers can not shoot at ranges of greater than 6'7I4cm unless 
they have a completely clear view of the target. If the m(xiel is 
riding a mount, the cloak has no effect. 


wearer is invisible, he automatically moves through ot'^ 
iTKxlels and other models automatically move through h> 
(they can’t see him so pay no attention to him - we assur 
Frodo dodges out of the way). 

Whilst Fnxlo is invisible he can neither charge or be charge . 
by enemies who cannot see him - he is effectively ignored, 
is best to avoid any potential for confusion by not placir . 
other models in touch if possible. Frodo can even put the Rir . 
on if he has already been charged, in which case he 
immediately separated from all enemy that cannot see him. 

If the Ring is already being worn then the Good player mu^ 
roll a dice immediately before he moves Frodo in the Mo\c 
phase. If the player does not wish to move Frodo he must stii 
roll a dice - but can do so at any time during the Move pha.se 
The roll is made on behalf of Frodo himself so we shall allow 
the Good player to use Frodo’s Might points to modify thi> 
dice roll if he wishes to do so. On a score of a 1 or 2, the Evii 
player moves Frodo instead of the Good player. On a roll of 
3, 4, .5 or 6, the Good player moves Frodo as usual. 
Regardless of which side moves Frodo, he is still part of the 
Good side and all other actions, such as shcx>ting and fighting, 
remain under the control of the Good player. This means that 
when the Evil player moves Frodo, all he can do is move the 
model, including charging Frodo into any models that can sec 
him (in this case, Frodo does not need to take Courage tests to 
charge terrifying enemies). He cannot perform heroic actions 
and cannot pick up or put dowm other items. He cannot be 
forced to perform any actions that would cause direct harm to 
the model (such as jumping down a cliff...) nor be moved off 
the table if the scenario allows. This represents the struggle 
between Frodo and the will of Sauron. 


Special Rules 

Re.sistant to Magic. See page 47 for details. 

Throw' Stones. If a Hobbit does not move at all, he can 
declare he’s ‘stooping for a stone’, and in the subsequent 
Shoot phase he can throw it, provided that he is not engaged 
in combat. This works exactly like a crossbow with a range of 
8’V20cm and a Strength of I . 

The Ring. If Frodo is included in the force, he carries the 
Ring. Frodo can put on the Ring at any time during his own 
Move phase and becomes instantly invisible to all except the 
Ringwraiths. The model is deemed impossible to see. As the 


If the controlling player wishes Frodo to take the Ring off, he 
needs to pass a Courage test to be able to remove it. This test 
can be taken at any point during Frodo’s move once it has 
been established which side has control of his movement. If 
the test is failed, Frodo must continue to wear the Ring until 
the next turn, when he will have another chance to remove it. 

If Frodo is the only model left on the Good side and he’s 
wearing the Ring, he counts as a casualty - his mind has been 
taken over by its power. As many scenarios depend on him 
surviving this is very important! If the Evil side’s objective is 
to kill Frodo this is achieved if he is the only model remaining 
on the table from the Good side and he is wearing the Ring. 
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Sam Gamgee (Hobbit) 

F s D 
Sam 3/3+ 2 3 

am is Frocio*s stalwart companion and loyal friend — of 
II the Fellowship only Sam is unable to abandon Fmdo to 
IS lone journey to Mordor to destroy the Ring. Like his 
taster, Sam comes to discover reserv es of courage quite 
nexpected in a normally placid Hobbit. Faced with 
anger quite unknown in the Shire, Sam bravely confronts 
nd defeats the dark forces that threaten his master. 



The Free Peoples 


Points value: 35 


A W C 

1 2 5 


Might: 2 
Will: 2 
Fate: 3 


Wargear 

Sam carries a sturdy blade (hand weapon). At an additional 
points cost, Sam can be given the following item of 
wargear: 


Elven cloak 10 pts 

Special Rules 

Resistant to Magic. Sec page 47 for details. 
Throw stones. See Frodo entry for details. 



Meriadoc Brandybiick (Hobbit) 


Merry 


F 

3/3+ 


S 


D 

3 


A 

1 


C 

4 


Meriadoc Brandyhuck, commonly called 
'*rry, is a young hot-headed and meddlesome Hobbit, like 
.i good friend Peregrin Took. It is by chance that Merry finds 
mselj caught up in the greatest adventure of his life, 
^ough he has lived a peaceful and happy life in the Shire, 
erry .shows a remarkable readine.ss to adapt to a life of 
•.'itement and discovery. Like all Hobbits he is le.ss happy 
>mt the necessary culinafy deprivations. 


Points value: 20 

Might: 1 
Will: 1 
Fate: 2 

10 pts 
5 pts 
5 pts 

Armour. If Merry wears armour, his Defence value is 
increased by +1. 

Shield. If Meriy carries a shield, his Defence value is 
increased by +I and he can use the Shielding rule. 


W 
I 

Elven cloak 

Shield 

Armour 


/argear 

erry carries a sturdy blade (hand weapon). At an additional 
unis cost Meri*y can have the following wargear: 


Special Rules 

Resistant to Magic. See page 47 for details. 
Throw stones. See Frodo entry for details. 



Peregrin Took (Hobbit) 

F s D 
Pippin 3/3+ 2 3 


r>fgrin Took, commonly called Pippin, is the great friend 
d companion of the equally young and wild Meriadoc 
^^ndybuck. By a chance encounter, they find themselves 
:pelledfrom their rustic lives in the Shire into danger of the 
rkest and most terrible kind. 

aether Merry and Pippin end up in a dark and dangerous 
^^nture — one that is destined to change them from 
^ ^ ents to heroes. 


A 

1 


Points value: 20 
Might: 1 


w c Will: 1 

I 4 Fate: 2 

Elven cloak 10 pts 

Shield 5 pts 

Armour 5 pts 


Armour. If Pippin wears armour, his Defence value is 
increased by + 1 . 


Shield. If Pippin carries a shield, his Defence value is 
increased by +1 and he can use the Shielding rule. 


fargear 

fcin carries a sturdy blade (hand weapon). At an additional 
mis cost Pippin can have the following wargear: 


Special Rules 

Resistant to Magic. See page 47 for details. 
Throw stones. See Frodo entry for details. 







61 





Gandalf the Grey (Wizard) 


(jandalf 5/- 


S 

4 


D 

5 


W 

3 


C 

7 


Points value: 1> 

Might 

Will: 6+1 free per tur^ 
Fate: * 


Of the Order of Wizards. Gandalf the 
Grey is second only to Saruman the 
White in power. It is Gandalf who 
leads the Fellowship until his loss in 
Moria at the hands of the fearsome 
Balrog. Gandalf \s magical abilities are a great asset to the 
Fellowship though he is also able to hold his own in a fight. 

Note. Your force can only include one Gandalf - Gandalf the 
Grey or Gandalf the White. 

Wargear 

Gandalf carries his staff and a sword (hand weapon). He can 
use either to tight with - his staff is a two-handed weapon. 

Special Rules 


the same conflict arc knocked to the ground whether fri'.- 
or foe. It models are blasted into obstacles they are 
knocked to the ground. The target model counts as ha^ 
been struck one blow at a Strength value of 5 and every 
that is knocked to (he ground is struck one blow at a Stren^ 
of 3. 

Cast Light. Dice score to use: 2+. This power enaL, 
Gandalf to cause his staff to glow brilliantly. In darkness r 
illuminates an area 12"/28cm around him and anyone wii‘ 
this area can be seen as if it were daylight. Once cast 
power lasts for the rest of the game so long as Gandalf has 
least I point of Will remaining. If Gandalfs Will drops * 
zero the staff is extinguished. Because of the staff’s brightne^ 
any enemy shenning at Gandalf or at a target that is partial 
obscured by Gandalf wdll require a roll of 6 to score a hit. 


Staft* of Power. Gandalf’s staff is not only a symbol of his 
authority but a potent talisman. To represent his staff’s power 
he can expend I point of Will each turn without reducing his 
own Will store. 

Magical Powers 

Strengthen Will. Range 12728cm. Dice score to use: 4+. 
Gandalf can use this spell lo restore the Will of one friendly 
Hero within range. The target's Will value is restored to its 
maximum. Gandalf cannot use this magical power to restore 
his own Will. 

Sorcerous Blast. Range 12'728cm. Dice score to use: 5+. 
This power can be used against a single enemy model. There 
must be no other models from either side obscuring his view 
of the target but partially obscuring cover is ignored. If the 
power is employed successfully the target is blasted directly 
away from Gandalf - roll a dice and move the target that 
number of inches or double that number of centimetres ( 1 -6" 
or 2- 12cm). Any models that lie within the path of the model 
as it moves back are automatically moved aside and knocked 
to the ground. If the model is fighting then all the models in 


Immobilise. Range 12728cm. Dice score to use: 3+. The 
victim can do nothing further that turn. In combat his Figh^ 
value counts as I and he rolls one dice regardless of hon 
many Attacks he normally has. If he wins a combat he will nev, 
strike. The victim can still use Might. Will and Fate bi 
cannot make heroic actions. The effect lasts for the remainder 
of that turn. 

Command. Range I2'V28cm Dice score lo use: 4+. The 
victim can do nothing further that turn as described for 
Immobilise, except that the Good player can move the victim 
up to half a move as soon as the power takes effect. The 
player can do this even if the model has already moved that 
turn. 

Terrifying Aura. Dice score to use: 2+. This power enable^ 
Gandalf to assume a terrifying aura. Once this power has been 
successfully cast Gandalf counts as terrifying to all Evil 
creatures so long as he has at least 1 point of Will remaining. 
If Gandalf’s Will drops to zero the terrifying aura is 
extinguished. See the Courage section of the rules for more 
about terror. 




The Free Peoples 


Wargear 

Bilbo carries Sting and wears his Mithril coat. The rules 
for these are as described for Frodo - both bonu.ses have 
been added to Bilbo’s profile (without them his Strength 


Points value: 90 

A W C Might: 1 

I 2 6 Will: 3 

Fate: 3 

and Defence would be 2 each). Note that if Biltm and 
Frodo arc both included. Bilbo carries Sting and the 
Mithril coat, whilst Frodo carries the Ring. 

Special Rules 

The Ring. It Frodo is not in the force. Bilbo can carry the 
Ring, in which case the same rules apply as for Frodo. 

Resistant to Magic. See page 47 for details. 

Throw Stones. See Frodo entry for details. 



Bilbo Baggins (Hobbit) 


F s D 
Bilbo 3/3+ 3 5 


Bilho has lived a great many years and 
his days of adventure and travel seem 
far behind him. Though he has grown frail, his strong will 
and good heart have protected him from the terrible power 
of the Ring that he has guarded and protected for so long. 



Gimli (Dwarf) 

F s D 

Gimli 6/4+ 4 8 


Like all Dwarf-kind Gimli, son of 
Gloin, is grim and plain-speaking but 
also a doughty warrior. His courage and his axe are 
equally valuable additions to the Fellowship on their 
journey. Gimli is heavily armoured in the fashion of 


Dwarf warriors and is well accustomed to the rigours of 
combat. 


Gimli proves a stalwart warrior during the bitter fighting 
of the war against Sauron, slaying a multitude of Ores with 
his fearsome axe. 


Points value: 80 

A W C Might: 3 

2 2 6 Will: 2 

Fate: 2 

Wargear 

Gimli carries an assortment of fine Dwarf axes (hand 
weapon), some ot which are balanced for throwing (count 
as throwing axes). He also carries an especially large axe 
that can be used with two hands (two-handed axe). He can 
use either an ordinary axe or his two-handed axe - though 
not both in the same Fight phase (not enough hands!). 

At an additional points cost, Gimli can be given an Elven 
cloak - see Frodo for the rules for Elven cloaks. 

Elven cloak JQ pts 


Legolas (Wood Elf) 


Points value; 85 



Wargear 


F s D 
Lcgola.s 6/3+ 4 4 

Legolas is the .son of the King of the 
Wood Elves and like all his people he 
is a deadly accurate and keen sighted 
archer. Of the Free Peoples, he 
represents the Elves as part of the 
Fellowship. 


Legolas carries two short blades (he counts as being armed 
with a single hand weapon) and an Elf bow. At an 
additional points cost, Legolas can be given an Elven cloak 
^ee Frodo for rules), armour, and/or a horse. 


Elven cloak 

Armour 

Horse 


JO pts 
5 pts 
10 pts 


A W C 

2 2 6 


Might: 3 
Will: 2 
Fate: 2 


Armour. If Legolas wears armour, his Defence value is 
increased by +1 to 5. 

Horse. Rules for horses and riders arc given in the main 
rules .section. 


F S D A W C 
Horse 0 3 4 0 13 

Special Rule 

Deadly Shot. Legolas is an expert archer even by the 
standards of his race. To reflect his prodigious skills, 
Legolas is allowed to shoot an Elf bow three times in the 
Shoot phase instead of once. 



Aragorn - Strider (Man) 


F s D 

Aragom 6/3+ 4 5 


Aragorn, also known as Strider, is a 
descendant of Elendil and the last 
heir to the throne of Gondor. His 
rough and weatherdiewn appearance 
speaks of a hard life spent battling 
evil in wild places. Aragorn becomes 
the protector oj the Hobbits and the greatest of the heroes 
of the Fellowship. His fate and that of the Ringbearer are 
inexorably bound together with the fate of Middle-earth 


itself 


Wargear 

Aragorn cairies a sword (hand weapon). At an additional 
points cost he can be given the following items of wargear; 


Anduril, Flame of the West 

75 pts 

Elven cloak 

10 pts 

Armour 

5 pts 

Heavy armour 

10 pts 

Bow 

5 pts 

Horse 

10 pts 


Anduril, Flame of the We.st. This magical blade has been 
re-lorged by the .smiths of Rivendell using the fragments 
ot Narsil, the sword of Elendil. When lighting with 
Anduril. Aragorn never needs to roll more than 4+ to score 
a wound, regardless of the opponent’s Defence. His rolls to 
wound can be modified by using Might as normal. 


A W C 

3 3 6 


Points value: 175 


Might: 3+1 free per turn 
Will: 3 
Fate: 3 



Armour/Heavy Armour. Aragorn may have either amiour 
or heavy armour - not both. Armour adds + 1 to his Defence 
value, while heavy armour adds +2 to his Defence value. 

Horse. Rules for horses and riders are given in the main 
rules section. 

F S D A W C 

Horse 0 3 4 0 13 

Special Rule 

Mighty Hero. Aragorn is a mighty hero - the heir of the 
Kings of Gondor. He may expend 1 point of Might per turn 
without reducing his Might store. Any additional points of 
Might expended during his turn will reduce his Might store 
as normal. 



Boromir of Gondor (Man) 


Boromir 


F 

6 /- 


S 

4 


D 

6 


Boromir my/.v a mighty warrior and 
the son of Denethor, Steward of 
Gondor. His forefathers ruled 


Gondor since the long past days of the Kings, protecting 
the lands of Middle-earth against the evil of Mordor. 
Boromir was the greatest warrior of the entire Fellowship 
yet his will was fatally weak and his doubts about their 
quest almost destroyed its chances of success. 

Wargear 

Boromir wears armour and carries a sword (hand weapon), 
a shield and the Horn of Gondor. At an additional points 
cost he can be given the following items of wargear: 


Points value: 105 
Might: 6 

A W C Will: 1 

^ Fate: 0 

The Horn of (vondor. The blast of Boromir's fearsome 
horn is enough to drain the bravest foe of resolve. Boromir 
can blow the horn at the start of a fight if he is 
outnumbered by two to one or more. The enemy 
combatant with the highest Courage must take a Courage 
test. If this is passed the combat is fought as normal. If the 
test is failed Boromir automatically wins the fight and can 
strike blows against his enemies. 

Horse. Rules for horses and riders are given in the main 
rules .section. 

F S D A W C 

Horse 0 3 4 0 13 


Elven cloak 
Horse 


10 pts 
10 pts 




Elrond (High Elf) 


F S D 

Elrond 6/- 4 7 


Elrond is old even amongst the 
immortal Elves, having fought 
against Sauron in an earlier age 
and seen the Ring taken by hildur 
before it was lost. He is the ma.ster of Rivendell and the 



Arwen Evenstar (High Elf) 


F S D 
Arwen 6/- 3 3 


Arwen is the daughter of Elrond and 
like her father an Elf of great power 
and courage. As an immortal she is 
destined to sail from Middle-earth into 
the West — yet her love for Aragorn holds her in the mortal 


realm and leads her towards an altogether different fate. 

Wargear 

Arwen carries an Elven blade. She can be given an Elven 
cloak and can ride Asfaloth ai the following points cost: 


Elven cloak 
Asfaloth 


10 pts 
10 pts 


A.sfaloth. Asfaloth is a fast and loyal Elven horse. Rules 
for horses and riders arc given in the main rules section. 


7'he Free Peoples 

Points value: 120 
Might: 3 

^ C vvill: 3 

-^3 7 Pate; 3 

greatest amongst the wise of Middle-earth. His Judgement 
that the Ring .should he destroyed starts the Fellowship on 
their perilous quest. 

Wargear 

Elrond carries an Elven blade. 


A W C 

1 2 6 

F S D 
Horse 0 3 4 


Points value: 65 


A 

0 


Might: 1 
Will: 4 
Fate: 1 

W C 

I 3 


Special Rule 

Expert Rider. Arwen is an expert rider. See page 36. 

Magical Power 

Nature’s Wrath. Range 6714cm radius. Dice score to 
use: 4+. Arwen can use this power to raise the forces of 
nature to .send her enemies reeling. The spell affects all 
enemies within 6714cm of her - hut only one affected foe 
can attempt to resist it. If resisted, all foes are unaffected, 
if the foe fails to resist then all are affected. All enemies 
within 6714cm of Arwen are knocked to the ground. 



Wargear 


Gll-galad (High Elf) 

F S I) 
Gil-galad 8/- 4 7 

Gil-galad the High King of the 
Elves and mightiest warrior of his age. 
When Sauron as.sailed Condor, 
Gil-galad .swiftly led the Elves into war, 
fighting against Sauron. During this 
Last Alliance of Men and Elves 
Gil-galad fought on every battlefield, 
his bravery and leadership bringing 
inspiration and hope in tho.se dark days. 


Gil-galad carries the mighty spear Acglos. At additional 
cost he may carry a shield. 


5 pts 


Points value: 140 


A w c 

3 3 7 


Might: 3 
Will: 3 
Fate: 1 


Shield. If Gil-galad carries a shield, his Defence value is 
increa.sed by + 1 and he can use the Shielding rule. 


Special Rules 

Fearless. Gil-galad is completely unafraid of his foes, no 
matter how terrifying. He does not need to test his Courage 
when confronting a terrifying enemy. 


High King of the Elves. Such is Gil-galad’s awesome 
presence on the battlefield that the range of his ‘Stand 
fast!’ rolls is l2'‘/28cm rather than 6714cm. 


Aeglos. Aeglos is a spear. In addition, due to the fell 
reputation of his skill with Aeglos. Gil-galad cau.scs terror 
while he carries it. 


Shield 


r 



Haldir (Wood Elf) 


Haldir 


F 

6/3+ 


S 

4 


D 

4 


One of the guardians of the forest 
realm of Lothloriem Haldir's faith 
in the alliance he ween Men and 
Elves was so great that he willingly led his warriors to 
stand side-hy-side with the defenders of Helm* s Deep. 

Wargear 

Haldir carries an Elven blade. Al an additional cost he can 
have any of the following items: 

Elf bow 5pts 

Elven cloak JQ pts 

Armour 5 pts 

Armour. If Haldir wears armour, his Defence value is 
increased by +1 to 5. 

Special Rule 

Expert Shot. If Haldir carries an Elf bow, he is allowed to 
shoot twice in the Sh(K)t phase instead of once. 


A W C 

2 2 5 


Points value: 55 

Might: 3 
Will; 1 
Fate: 1 



Haldir leads the Elves into the battle of Ix^thlorien. 



Elven Captain (Elf) 


Elf Captain 6/3+ 


S 

4 


D 

4 


We have included the option to have 
one or more Elven Captains as part of 
your force - note that you can include 
more than one if you wish. This represents the leaders 
amongst the Wood Elves or the High Elves of the Second 
Age who go unnamed in the story of The Lord of The Rings. 
If you choose Elven Captains invent suitable names for 
each. 


Wargear 

The Elven Captain represented by this profile has an Elven 
blade. He has been given a Fight value for shooting - if he 
does not carry a bow then copy this to your record sheet as 
6/-. If he is given further armour make the necessary 
adjustment to his Defence. 

At an additional cost he may have the following items: 


A W C 

2 2 5 


Points value: 50 

Might: 2 
Will: 1 
Fate: 1 


Armour/Heavy Armour. A model may have either 
armour or heavy armour - not both. The model must have 
some visible armour other than a helmet and, in the case of 
heavy armour, this must extend below the model’s waist. 
An Elf Captain with armour adds +1 to its Defence 
value, a High Elf Captain with heavy armour adds +2 to its 
Defence value. 


Shield. An Elf Captain that carries a shield adds 
+ I to its Defence value unless the model also carries a 
bow, in which case it adds nothing. Sec page 52 for details. 


Armour 

5 pts 

Heavy armour (High Elf Captain only) 

10 pts 

Shield 

5 pts 

Elf bow 

5 pts 




F S 

Theoden 5/- 4 

Though now old and apparently frail, 
Theoden is still a great warrior at 
heart. He is the King of Rohan and 
leader oj the brave race of horsemen 
and doughty warriors that stands 
between the Tower of Orthanc and 
Condor. Theoden and his people have 
fought alone against the gmwing might of Saruman - and 
Theoden himself is threatened by the enchantments of the 
evil wizard. The time approaches when Rohan must fight for 
sunival against the gathering armies of SarumatTs Uruk- 
hai: in that battle Theoden must lead his people wisely or 
all shall perish beneath the might of the White Hand. 


The Free Peoples 

Points value: 60 

Might: 2 
Will; 0 

^225 Fate: 2 

Wargear 

Theoden carries a sword and has heavy armour. At an 
additional cost he may have the following items: 

Shield 5 p,^ 

Horse /() pi^ 

F S I) A W C 
Horse 0 3 4 0 13 

Expert Rider. Theoden is an expert rider. See page 36 for 
details. 


Theoden, King of Rohan (Man) 

D A w c 



Eomer, Gjptain of Rohan (Man) 



Eomer 


F 

5/4+ 


S 

4 


Eomer is the bravest and most gallant 
of all the Captains of Rohan - a realm 
under constant threat from the foul 
Ores, Uruk-hai and Wild Men under the 
leadership of the evil Saruman. 

Wargear 

Eomer carries a sword and has heavy 
armour. At an additional cost he may have the following 
items: 


Throwing spear 


5 pts 


D 

6 


A 

2 


W 

2 


C 

5 


Points value: 75 

Might; 3 
Will; 2 
Fate; 2 


Shield 

Horse 


5 pts 
JO pts 

Shield. If Homer carries a shield, his Defence value is 
increa.scd by +1 and he can use the Shielding rule. 

F S D A W C 


Horse 0 


3 


0 


I 


3 


Expert Rider. Eomer is an expert rider. See page 36 for 
details. 



Eowyn, Shield Maiden of Rohan (Woman) 


Eowyn 


F 

4/- 


S 

3 


D 

3 


A 

1 


VV 

1 


c 

5 


Points value: 30 

Might; 2 
Will; 2 
Fate; 2 


Eowyn is the sister of Eomer and King 
Theoden "s niece - and like her kin she 
is a bom fighter. Unwilling to be left 
behind as her kin ride to battle in 
Condor, she disguises herself as a man 
and joins the host of the Rohirrim. 

Wargear 

Eowyn has a sword. At an additional cost, she may have 
the following items: 


Annour 

Shield 

Horse 


5 pts 
5 pts 
10 pts 

Armour. If Eowyn wears armour, her Defence value is 
increased by +1 to 4. 

Shield. If Eowyn carries a shield, her Defence value is 
increased by +1 and she can use the Shielding rule. 

F S D A W C 
Horse 0 3 4 0 1 3 

Expert Rider. Eowyn is an expert rider. See page 36 for 
details. 


67 


The Free Peoples 



Captain of Men 


We have included the option for you to 
have one or more Captains of Condor 
or Captains oj Rohan. The rules for 
both are the same so we have just the 
one entry. Note that you can have more than one Captain 
of Men if you wish. 'This represents the leaders amongst the 
soldiery of Condor and Rohan who go unnamed in The 
Lord of The Rings. If you choose Captains of Men invent 
suitable names for each. 


Captain of Men 


F 

4/4+ 


Wargear 

The Captain of Men represented by the profile has a sword 
and no defensive annameni. He has been given a Fight 
value for shooting — if he does not carry a bow then copy 
this to your record sheet as 4/-. If he is given armour make 
the necessary adjustment to the model’s Defence value. 


Points value: 40 


i) A 

4 2 


W C 

2 4 


Might: 2 
Will: 1 
fate: 1 


Throwing spear (Captain of Rohan only) 
Lance (Captain of Condor only) 

Horse 


5 pis 
5 pts 
10 pts 


Armour/Heavy Armour. A model may have either 
armour or heavy armour - not both. The model must have 
some visible armour other than a helmet and. in the case of 
heavy armour, thi.s must extend below the moders waist. A 
Captain with armour adds +I to its Defence value, a 
Captain with heavy armour adds +2 to its Defence value. 


Shield. A Captain of Men that carries a shield adds 
+1 to its Defence value unless the model also carries a 
bow, in which case it adds nothing. See page 52 for details. 

Horse. The rules tor horses and riders are given in the 
main rules section. 


At an additional cost he may have the following items: 


Armour 
Heavy armour 
Shield 
Bow 


5 pts 
10 pts 
5 pts 
5 pts 


F S I) A W C 
Horse 0 3 4 0 13 

Expert Rider. Captains of Rohan are expert riders. See 
page 36 for details 



Elendil (Man) 


F s 

Elendil 7 /. 4 


High King of the Dunedain and of 
Gondor, Elendil led his people to 
Middle-earth where he met and 
befriended Gil-galad. One of the 
mightiest men that ever lived, Elendil's 
ultimate destiny was to fall before 
Saunm s might, perishing alongside his friend and allv, 
Gil-galad, on the slopes of Mount Doom. 


Points value: 165 


I) A vv c 

7 3 3 6 


Might: 3 
Will: 3 
Fate: 1 


Wargear 

Elendil wears finely cralled heavy annour and carrie.s the 
sword Narsil. 


Special Rule 

Narsil. Narsil is a potent blade. Its powers allow Elendil to 
fight a heroic combat in the Fight pha.se without expending 
Might to do so. See page 49 for rules for heroic combats. 



Isildur (Man) 


F s 

Isildur 6 /- 4 


Isildur was the older son of High King 
Elendil, rider of the north kingdom of 
Gondor. In the final moments of the 
Last Alliance, he .snatched victory from 
Saunm 's grasp and the Ring from his 
hand, liy .spurning the advice of the Elves and keeping the 
Ring, he set eumts in motion that would not trulv conclude 


for thousands of years. 


Points value: 100 


D A w c 

7 3 3 6 


Might: 3 
Will: 1 
Fate: 2 


Wargear 

Isildur wears finely crafted heavy armour and carries a 
sword. 


Special Rule 

The Ring. If neither Frodo or Bilbo are in the force. Isildur 
can carry the Ring, in which case the same rules apply as 
described for Frodo. 




Gamling; Captain of Rohan (Man) 


Gamling 


F 

4/- 


S 

4 


Gamling is a gallant Captain of 
Rohan, the bearer of the Royal 
Standard who fights valiantly 
beside his lord at Helm'*s Deep. 

Wargear 

Gamling carries a sword and wears heavy armour. At the 
additional points shown he can be given the following 
items of wargear: 


Royal Standard of Rohan 
Horse 


50 pts 
fO pts 


D 

6 


A 

0 


W 

2 


C 

4 


The Free Peoples 

Points value: 50 

Might: 2 
Will: 1 
Fate: 1 


Horse. The rules for horses and riders are given in the 
main rules section. 


F 

0 


s 

3 


D 

4 


A 

0 


w 

1 


c 

3 


Horse 

Special Rules 

Royal Standard of Rohan. This precious heirloom counts 
as a normal banner. In addition, any Hero of Rohan who 
has 0 Might points at the start of the turn automatically 
adds 1 point Might to his store if he starts the turn within 
3'78cm of the Royal Standard of Rohan. This does not 
include Gamling himself. 

Expert Rider. Gamling is an expert rider. See page 36 for 
details. 



Faramir, Captain of Condor (Man) 


Faramir 


F 

5/3+ 


S 

4 


Faramir is the son of the Steward 
of Gondor and the younger 
brother of Boromir - he is also a 
brave warrior and the leader of 
the Rangers of Gondor in the 
disputed border city of Osgiliath. His men are expert forest 
fighters who are able to merge into and move amongst the 
undergrowth undetected, ambushing enemy columns and 
putting the foe to flight with clouds of well aimed arrows. 

Wargear 

He carries a sword and wears sturdy leather armour. At an 
additional cost he may have the following items; 


3r (Man) 


Points value: 70 

A vv 

c 

Might: 3 

2 2 

5 

Will: 2 
Fate: 2 

Heavy armour 


5 pts 

Bow 


5 pts 

Lance 


5 pts 

Horse 


10 pts 


Armour/Heavy Armour. A model may have either 
armour or heavy armour - not both. If Faramir wears 
heavy armour he adds +1 to his Defence value, to a total of 
6 . 

Horse. The rules for horses and riders are given in the 
main rules .section. 


Horse 


F 

0 


S 

3 


D 

4 


A 

0 


vv 

I 


c 

3 



Damrod, Captain of the Rangers of Gondor (Human) Points value: so 

Might: 2 
Will: 1 
Fate: 1 

Wargear 

Damrod carries a bow and sword, and wears sturdy leather 
armour. 


Damrod 


F 

4/3+ 


S 

4 


D 

5 


A 

2 


VV 

2 


C 

4 


Damrod is Faramir' s Captain - a 
strong arm in a fight and deadly shot 
with a how. 
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Gandalf the White (Wizard) 


Points value: 200 



F S 

Gandalf 5 /- 5 

After his cataclysmic battle with the 
Balwg, Gandalf returns to Middle- 
earth in the new guise of Gandalf 
the White. Now his powers are 
greater than ever before, surpassing 
even his old nuister Saruman. 


Note. Your force can only include one Gandalf - Gandalf the 
Grey or Gandalf the White. 


Wargear 

Gandall carries his staff and a sword (hand weapon). He can 
use either to fight with - his staff is a two-handed weapon. At 
an additional cost, he may have the follow'ing: 


Elven cloak 
Shadowfax 


10 pts 
15 pts 


Shadowfax. The mightiest of the noble horses of Rohan, 
Shadowfax may only be ridden by Gandalf. He follows all the 
rules for horses, except his movement is I272«cm. 


Might: 3 

^ ^ C Will: 6+1 free per turn 

^'37 Fate: 3 

Kffortlcssly Immobilise. Range 12728cm. Dice score to use; 
2+. The victim can do nothing further that turn. In combat his 
Fight value counts as I and he rolls one dice regardless of 
how many Attacks he normally has. If he wins a combat he 
will not strike. If he lo.ses, he must back away as normal. The 
victim can still use Might, Will and Fate but cannot make 
heroic actions. The efiect lasts for the remainder of that turn. 

Instantly Command. Range 12"/28cm. Dice score to use 3 +. 
The victim can do nothing further that turn as described for 
Effortlessly Immobilise, except that the Good player can 
move the victim up to half a move as soon as the power take' 
effect, even into ba,se contact with an enemy (there is no neci 
lor a Courage test in order to charge a terrifying enemy). The 
player can do this even if the model has already moved that 
turn. I he model cannot be moved out of a combat if it i* 
already engaged. The model cannot be forced to perform an> 
actions that would cause direct hann to the model (such a- 
jumping down a cliff...). 


F S D A W C 

Shadowfax () 4 5 q | ^ 

Special Rules 

Staff of Power. Gandalf's staff is not only a symbol of his 
authority but a potent talisman. To represent his staffs power 
he can expend I point of Will each turn without reducing his 
own Will store. 

Magical Powers 

Terrifying Aura. Dice score to use: 2 +. This power enables 
Gandalf to assume a terrifying aura. Once this has been 
successfully cast Gandalf counts as terrifying to all Evil 
creatures so long as he has at least I point of Will left. If 
Gandalf’s Will drops to 0 the terrifying aura is extinguished. 
Sec the Courage section for details on terror. 

Will of Iron. Range 12728cm. Dice score to use: 3+. Gandalf 
can use this spell to restore one point of Will to a friendly 
Hero within range. The target’s Will is increased by 1. up to 
the starting amount shown on the model’s profile. The Hero’s 
Will can alw'ays be restored to a minimum of I even if the 
Hero had an original Will value of 0. Gandalf cannot u.se this 
magical power to restore his own Will. 

Cast Blinding Light. Dice score to use: 2 +. This power 
enables Gandalf to cause his staff to glow brilliantly. In 
darkness this illuminates an area 12"/28cm around him and 
anyone within this area can be seen as if it were daylight. 
Once cast this power lasts lor the rest of the game so long .is 
Gandalf has at least I point of Will remaining. If Gandalf’s 
Will drops to 0 the staff is extinguished. Becau.se of the staff’s 
brightness any enemy shooting at Gandalf or at a target within 
6’7l4cm of Gandalf will require a roll of 6 to score a hit. 


Your Staff is Broken! Range l2"/28cm. Dice score to use: 
3+. This power enables Gandalf to destroy the staff of 
Saruman. effectively relieving him from the position of 
master of their Order. Once this power has been successfully 
cast, Saruman loses all the advantages related with his stafl 
(both the Iree point ol Will and the possibility of using the 
Staff as a two-handed weapon). 

Ultimate Sorcerous Blast. Range I2"/28cm. Dice score to 
use; 4+. This power can be u.sed again, st a single enemy 
model. There must be no other models from either side 
obscuring Gandalf’s view of the target but partially obscuring 
cover is ignored. If the power is employed successfully the 
target is blasted directly away from Gandalf and knocked to 
the ground - roll a dice, add + 2 , and move the target that 
number of inches or double that number of centimeters ( 3 - 8 ” 
or 6- 16cm). Except as noted below any other models that lie 
within the path of the blasted model are automatically moved 
a.side and are also knocked to the ground. If the target or one 
of the models lying within the path of the target is fighting 
then all other models in the same fight are knocked to the 
ground w'hether friends or foe. The target model counts as 
having been struck one blow at a Strength value of 6 , and 
every other model that is knocked to the ground is struck one 
blow at a Strength of 3 whether friend or foe. If a model with 
a Strength of 5 or less is blasted into a model which has a 
Strength of 6 or more, it stops immediately. The model with 
Strength 6 or more is not moved or knocked to the ground, but 
It is struck one blow from the impact as qormal. If the model 
blasted away has a Strength of 6 or more, then it will affect 
any other model along its path. 


The Free Peoples 



Treebeard (Ent) 


Points value: 170 


F s D 

Treebeard 8/4+ 8 8 

Treebeard is the greatest of all the ancient race of Ents that 
roamed the forests oj Middle-earth before even the Elves 
came and made their homes. Ents are giants that resemble 
nothing so much as trees, having lived for so many vears in 
the forests and having become rather like the trees that they 
love. Ents care little for the world that is beyond the forest 
realm of Fangorn hut the destruction of their beloved 
woodlands drives them into a raging fury of destruction. 

Special Rules 

Break Stone. Ents are powerful creatures with iron-hard limbs 
that can smash apart stone just as tree roots can crumble rock. 
When attacking fortifications, including doors, stone walls, 
towers and anything else that has Batter points. Treebeard 
counts his Strength as 10 and Attacks as 6. 

Terror. In their fury the Ents are a truly terrifying sight. 
Treebeard evokes terror in the enemy, as described in the 
Courage section of the rules. 

Throw Stone. Ents are creatures of great strength, able to tear 
rocks out of the ground and hurl them across the battlefield 
with crushing force. To represent this, if an Ent does not 
move at all he can rip a suitable rock from the ground 
(provided he's not engaged in combat) and in the subsequent 
Shoot phase he can throw it. This works exactly like a 
crossbow with a range of 18"/42cm and a Strength of 10. If 
the Good player wishes, this rock can be hurled at a ca.stle 
wall or other building. If this is the case, the Good player 
nominates a target point and rolls to hit and to wound as 
normal. It the shot causes sufficient damage to create a 
breach, the breach wcurs at the point the shot was aimed at. 


A W C 

3 3 7 


Might: 3 
Will: 6 
Fate: 3 



"To Isen^ard with doom we come!" 



The Free Peoples 


The King of the Dead (Man) 

F s D 

King of the Dead 4/- 4 8 

A ghostly echo of the man that once mw.v. this ancient king 
has sworn to lead his army into the fight against Sauron as 
penance for refusing to do so many centuries before. 

Wargear 

The King of the Dead carries a rusty sword and wears 
ancient armour. 

Special Rules 

Terror. The cursed King of the Army of the Dead evokes 
terror in the enemy, as described in the Courage section of 
the rules. 

Blades of the Dead. The swords of the Dead have long 


Points value: 75 

Might: 0 
Will: 6 
Fate: 3 

lost their edge, and yet annour is of scarce use against 
them - the only defence is a brave heart. When 
determining what number the Dead need to wound their 
opponents, use the opponent’s Courage rather than its 
Defence on the Wound chart. For example, when rolling to 
wound against an Ore archer, the King’s Strength of 4 is 
cross-referenced on the Wound chart not with the Ore’s 
Defence of 4. but with the Ore’s Courage of 2 (so the King 
needs only a 3+ to wound the Ore). 

Drain Soul. An enemy that suffers a wound from the King 
ot the Dead is automatically slain regardless of the number 
of wounds on its profile. Heroes can use Fate to recover 
wounds suffered from the King but if even a single wound 
is not recovered, they are slain. 


A W C 

1 2 8 


Denethor, Steward of Condor (Man) 

F s D 
Denethor 5 /- 4 5 

Once a great man. the Steward of Condor is now weary' 
with the responsibility of leading his people during such 
dark times. The loss of his favourite son Boromir. upon 
whom the old man had placed what little hope he had left, 
has proven an almost unbearable pain, seriouslx 
threatening the health of Denethor s mind. 

Wargear 

Denethor carries a sword and wears armour. 


A W C 

2 2 5 


Points value: 15 

Might: 0 
Will: 3 
Fate: 0 


Special Rule 

Broken Mind. Denethor is subject to dangerous fits of 
madness. At the start of every turn, before players roll for 
priority, the Goexi player must take a Courage test for 
Denethor. If the test is passed, all is fine. If the test is 
failed, Denethor is controlled by the Evil player as if he 
was one of his models. The only difference with other Evil 
models is that Good models cannot target Denethor with 
missile fire, magical powers that cause damage and cannot 
strike blows against him il they win a fight against him. 


Gwaihir (Giant Eagle) 

F s D 
Gwaihir 8 /- 5 8 

Whilst imprisoned in the Tower of Orthanc Gandalf sought 
Cwaihir's aid to make his escape. Riding upon the hack of 
the huge eagle. Gandalf fied the clutches of Saruman. 

Special Rules 

Fly. Gwaihir moves by flying - his move is 12728cm. The 
Giant Eagle can lly over the top of any models or terrain 
without penalty. He cannot enter woods, buildings and 
other terrain that has been deemed impassable, but can 
land on top of any of these if the players so agree at the 
beginning of the game. Because it is not po.ssible to fly 


A W C 

2 3 6 


Points value: 75 

Might: 1 
Will: 1 
Fate: 1 


underground, Gwaihir cannot take part in any scenarios 
that take place in Moria or other subterranean area. 


MonstroiLs mount. Gwaihir can only be included in the 
army if Gandalf or Radagast is also included and can be 
ridden only by one of the two Wizards (though he will 
allow them to choose a passenger). Note that Gwaihir 
cannot pick up or use weapons or other objects. 


Gwaihir and the Ring. Gwaihir will not carry the 
Ringbearer — we must assume that the whispering evil of 
the Ring is too powerful for his animal mind to conquer. 
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GOOD WARRIORS 



High Elf Warrior 


F S 

High Elf 6/3-1- 3 


The High Elves are the deadliest 
warriors in all of Middle-earth, 
combining skill-at-anns with expertly fashioned wargear. 
They are proficient with swords, spears and bows, and are 
the bravest of all fighting troops. 


Above is the base profile for a High Elf warrior. If the 
warrior does not carry a bow then miss out the 3-f value 
when you copy out the profile - ie» the Fight characteristic 
for a warrior without bow would be 6/-. The base profile 
might also change if the warrior carries a shield as noted 
opposite. 

Wargear 

The base profile for a High Elf warrior includes finely 
wrought Elven heavy armour. He can be given additional 
items at the following cost: 


Points value: 9 


D A W C 
5 115 


Elf blade 
Spear 
Elf bow 
Shield 
Banner 


I pt 

1 pt 

2 pt 
1 pt 

35 pts* 

*(max. one per Hero included in the same force) 


Shield. A High Elf warrior that carries a shield adds -t-l to 
its Defence value unless the model also carries a bow, in 
which case it adds nothing. See page 52 for details. 


Banner. See the relevant rules on page 55. 


Wood Elf Warrior 

F s 

Wood Elf 6/3 -e 3 

The Wood Elves are proficient with 
swords, spears and bows, and combine 
their skill-at-arms with great bravery. 

Above is the base profile for a Wood 
Elf warrior. If the wamor does not 
carry a bow then miss out the 3-i- value 
when you copy out the profile - ie, the Fight characteristic 
for a warrior without a bow would be 6/-. The Defence 
value might also change if the warrior wears armour or 
carries a shield as noted below. 

Wargear 

The base profile for a Wood Elf warrior does not include 
any equipment. He can be given additional items at the 


Points value: 7 


1) A W C 

3 115 


following cost: 


Elf Blade 

Ipt 

Spear 

1 pi 

Elf bow 

2pt 

Shield 

Ipt 

Armour 

Ipt 

Banner 

35 


*(max. one per Hero included in the same force) 


Armour. A Wood Elf warrior that wears armour adds + 1 to 
its Defence value, giving a value of 4. 

Shield. A Wood Elf warrior that carries a shield adds +1 to 
its Defence value unless the model also carries a bow, in 
which case it adds nothing. See page 52 for details. 

Banner. See the relevant rules on page 55. 




7T W 


Warrior of Condor (Man) 


Points value: 6 



F 

Warrior of Gondor 3/4+ 


The soldiery of Gondor have ever been 
embroiled in the struggle against the 
Dark Lord, meeting his armies with 
courageous hearts and blades of tempered steel. 


This is the base profile for a warrior of Gondor. If the 
warrior does not carry a bow then miss out the 4+ when 
you copy out the profile - ie, the Fight value for a warrior 
without bow would be 3/-. The Defence value might also 
change if the warrior carries a shield as noted opposite. 


Wargear 

The base profile for a Gondor warrior includes armour and 
a sword (hand weapon). Any warrior can be given 
additional items at the following extra cost: 


S D A W C 
3 4 1 13 


Spear 

Bow 

Shield 

Banner 


*(max. one per Hero included in the 


I pt 

1 pt 
Ipt 
25 pts* 
same force} 


wShield. A warrior that carries a shield adds +1 to its 
Defence value unle.ss the model also carries a bow, in 
which case it adds nothing. See page 52 for details. 


Banner. See the relevant rules on page 55. 



Warrior of Rohan (Man) 


F 

Warrior of Rohan 3/4+ 


The land of Rohan lies to the west of 
Minas Tirith and north of the White 
Mountains. Allies of Gondor since 
the earliest days of their realm, the men of Rohan have 
always been ready to go to their aid in time of war. 



Points value: 6 


S D A W C 
3 4 1 13 

This is the base profile for a warrior of Rohan. If the 
warrior does not carry a bow or throwing spears, miss out 
the 4+ value when you copy out the profile - ie. the Fight 
characteri.stic for a warrior without bow would be 3/-. The 
Defence value might also change if the warrior carries a 
shield as noted opposite. 

Wargear 

The base profile for a Rohan warrior includes annour and 
a sword or axe (hand weapon). Any warrior can be given 
additional items at the following extra cost: 


Throwing spears j pt 

Bow j pt 

Shield J pt 

Banner 25 pts^ 


*(max. one per Hero included in the same force) 

Shield. A warrior that carries a shield adds +1 to its 
Defence value unless the mcxlel also carries a bow, in 
which case it adds nothing. See page 52 for details. 

Banner. Sec the relevant rules on page 55. 


No enemy has yet taken the Hornhurg. 


Good Warriors 




Rider of Rohan (Man) 


Points value: 13 


Rider of Rohan 
Horse 


F 

3/4+ 

0 


Theoden leads his people to battle. 


The Riders of Rohan are 
horse-masters beyond 
compare, renowned for their 
great skill and bravery. 


This is the base profile for a 
Rider of Rohan. Note that all 
Riders of Rohan carry a bow and a shield as well as a 
sword or axe (hand weapon). 

Wargear 

The base profile for a Rider of Rohan includes armour, 
shield, a bow, and either a sword or axe (hand weapon). 
Any warrior can be given the following: 

Throwing spears j pt 

Banner 25 pts* 

one per Hero included in the .^ame force) 

Special Rule 

Expert Riders. The Riders of Rohan are expert riders. See 
page 36 for details. 


Rohan Royal Guard (Man) 

F 

Royal Guard 4/4+ 

Hand-picked from the very best warriors 
in all of Rohan, the Royal Guard are 
sworn to give their lives in the service of 
their king and to fight without fear. They 
wear intricately crafted heavy armour and carry the best 
weaponry that the armouries of Rohan have to offer. 

This is the base profile for a Rohan Royal Guard. If the 
Guardsman does not carry a throwing spear, then miss out 
the 4+ Shoot value when you copy the profile to your 
record sheet. 

Wargear 

The base prolile for a Royal Guard includes heavy armour, 
shield and a sword (hand weapon). He can be given the 
following: 



Points value: 9 

S D A 

W C 

3 6 1 

1 3 

Throwing spears 

Ipt 

Horse 

6 pts 

Banner 

25 pts* 

*(majK\ one per Hero included in the same force) 


F S D A W C 
Horse 0 3 4 0 1 3 

Banner. See the relevant rules on page 51. 

Special Rules 

Bodyguard. At the beginning of the game, choose one 
Hero of Rohan among those in your force for the Guard to 
protect. As long as this Hero is on the table, all Royal 
Guard models automatically pass all Courage tests they 
have to take. If the Hero is killed or leaves the table, the 
Royal Guard reven to the normal rules for Courage. 

Expert Riders. The Royal Guard are expert riders. See 
page 36 for details. 




Good Warriors 



Ranger of Condor (Man) 


Points value: 7 


Human 


F 

4/3+ 


S 

3 


D 

4 


A 

1 


VV 

I 


c 

3 


The Rangers of Condor are 
hand-picked from the 
inhabitants of Ithilien for their 
skill at woodcraft and archery. 
In the waning years of the Third 
Age, the Rangers constitute the first line of defence against 
the hordes of Monlor. holding the cro.ssings of the Anduin 
against the ser\>ants of Sauron. 


Wargear 

The base profile for a Ranger of Condor includes a sword 
(hand weapon), a bow and tough leather armour. An> 
warrior can be given additional items at the following 
extra cost: 


Spear 


I pt 



Warrior of Minas Tirith (Man) 


Points value: 7 


Human 


F 

.3/4+ 


S 

3 


D 

5 


W 

I 


c 

3 


The men of Minas Tirith have lived 
their whole lives under the shadow in 
the east, never faltering. It is through 
their valour that the lands beyond 
Condor have been kept safe from Sauron \s armies. 

This is the base profile for a warrior of Minas Tirith - the 
bc.st equipped soldiers in the whole of Condor. If the 
warrior does not carry a bow then miss out the 4+ when 
you copy out the profile - ic, the Fight value for a 
warrior without bow would be 3/-. The Defence value 
might also change if the warrior carries a shield as noted 
opposite. 


Wargear 

The base profile for a Warrior includes heavy armour and 
a sword (hand weapon). Any warrior can be given 
additional items at the following extra cost: 

Spear 
Bow 
Shield 
Banner 

*( maximum one per Hero included in the same forced 

Shield. A warrior that carries a shield adds +1 to its 
Defence value unless the model also carries a bow, in 
which ca.se it adds nothing. See page 52 for details. 

Banner. See the relevant rules on page 55. 


I pt 

1 pt 
I pt 
25 pts"^ 


Guard of the Fountain Court (Man) 

F 

Guard of the Fountain Court 4/. 

The Citadel Cuard and the Cuard of the Fountain Court 
are .selected from the veryr best warriors in all of Condor, 
swearing to give their lives in the sen’ice of the lords of 
Minas Tirith and to he fearless in combat. They wear 
winged helmets made of mithril, intricately crafted heaxy 
armour and carry the best weaponry that the armouries of 
the White City have to offer. 

Wargear 

The base profile for a Cuard includes heavy armour and a 
spear. Any warrior can be given additional items at the 
following cost: 


Points value: 10 

S D A w c 

3 6 1 13 

Hanner 25 pts* 

*(maximum one per Hem included in the .same force) 
Shield. A warrior that carries a shield adds +1 to its 
Defence. See page 52 for details. 

Special Rules 

Bodyguard. At the beginning of the game, choose one 
Hero of Condor among those in your force for the Cuard 
to protect. As long as this Hero is on the table, all Cuard 
models automatically pass all Courage tests they have to 
take. If the Hero is killed or leaves the table, the Guard 
revert to the nonnal mlcs for Courage. 

Banner. See the relevant rules on page 55. 


Good Warriors 



''The out’vompanies with great cheer turned and .smote their pursuers." 


Knights of Minas Tirith (Man) 


Points value: 13 


F S 

Knight of Minas Tirith 3/- 3 

Horse 0 3 

Tall, stern warriors mounted on swift steeds and bearing 
keen lances, the Knights of Minas Tirith are truly the pride 
of Gondor. 

Wargear 

The base profile for a Knight of Minas Tirith includes 
heavy armour, a lance and a sword (hand weapon). Any 
warrior can be given extra items at the following cost: 


D A W C 
5 113 
4 0 13 


Banner 


25 pts* 

*(maximum one per Hero included in the .same force) 


Banner. See the relevant rules on page 55. 


The Army of the Dead (Man) 

F s 

Warrior of the Dead 3/- 3 

The oath-breakers of Erech now fight at Aragom 's .side 
against Sauron. Only in doing this will the cur.se I.sildur 
placed upon them many years ago be lifted. 

Wargear 

The base profile for a Warrior of the Dead includes rusty 
armour and an ancient sword. 

Special Rules 

Terror. The ghastly warriors of the Army of the Dead 
evoke terror in the enemy, as described in the Courage 
section of the rules. 


Points value: 15 

D A vv c 

7 118 

Blades of the Dead. The swords of the Dead have long 
lost their edge, and yet armour is of scarce use against 
them - the only defence is a brave heart. When 
determining what number the Dead need to wound their 
opponents, use the opponent’s Courage rather than its 
Defence on the Wound chart. For example, when rolling to 
wound against an Ore archer, a Warrior of the Dead’s 
Strength of 3 is cross-referenced on the Wound chart not 
with the Ore’s Defence of 4, but with the Ore’s Courage of 
2 (so the Warrior ol’ the Dead needs only a 4+ to wound the 
Ore). 



Fangorn & Isengard 




f 



FANGORN SC ISENGARD 


Treeheard, one of the oldest creatures in the whole Middle-earth. 


At the southern end of the Misty Mountains are two strongholds of great power. Saruman's 
army musters in Isengard, a fortress of stone and iron. Not far away, 
the forest of Firngom is where the Ents, the tree-shephereds of old, still walk the earth. 



Radagast and Treeheard form an alliance against a common foe. 
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Fangorn & Isengard 


*^And here you will stay^ Gandalf 
the Grey, and rest from journeys. 
For I am Saruman the Wise, 
Saruman Ring^maker, Saruman 

of Many Colours!*^ 

- Saruman to Gandalf 
The Fellowship of The Ring 




The captains of Isengard rally their troops. 



Saruman the White. 






FORCES OF DARKNESS 

Use this list to choose an Evil fotve to the points value you have agreed with your opponent, 

HEROES 


The Dark Lord Sauron 

F s D A 
Sauron 9/- 8 10 3 

Sauron, the Dark U>rd, the Enemy, the Lord of the Ring. He is 
driven by a consuming desire to dominate all of Middle-earth and 
by a burning hatred of Elves, Men and all who stand in his way. 
In distant times, when he still hadn 7 revealed his evil nature, he 
forged the Rings of Power and gave them as gifts to the rulers of 
the free races of Middle-earth. These kings didn 7 know that 
Sauron abo forged the Ruling Ring for himself, imbuing into it a 
great portion of his own life fort e and powers. Through this 
mighty tool, Sauron could control the other Rings and enslave 
their hearers to his will. Only the Rings of the Elves he couldn't 
dominate, because he had no part in their making. His vast 
armies of Ores and other fell creatures were about to subjugate 
all the Western realms of Middle-earth, hut the Ixtsf Alliance of 
Men and Elves defeated his hordes and finally laid .siege to his 
fortress oj Barad-dilr in the land of Mo rdor. There, at a terrible 
price, the One Ring was taken from the hand of the Dark Lord 
and he HYis finally vanquished. But Sauron was not destroyed. As 
long as the Ring exists, Sauron ’s spirit endures. 

Wargear 

wSauron carries a macc (hand weapon) and is equipped with 
heavy armour. At an additional points cost, he can be given the 
One Ring (if only it was that easy ). 

The One Ring JOO pts 

The One Ring. As long as the One Ring is with him, the Dark 
Lord is all but invincible. Only by taking the Ring from him can 
he be defeated. Tliis is represented by the fact that Sauron does 
not have points of Fate as such, but every lime he loses his last 
wound he can roll a dice. On a roll of 2 or more, the wound is 
recovered and the power of the Ring sustains him. Therefore, the 
only way to take down the Dark Lord is to cause him to lose all 
his wounds anc then hope he rolls a I and does not recover his 
last one. This rare occurrence represents the last wounding strike 
actually separating the Ring from the Dark Lord (chopping his 
fingers off. for example). 

Special Rules 

Terror. Sauron is the living incarnation of all the fears of the free 
people of MidJlc-carth. He evokes terror in his enemies as 
described in the Courage section. 

Master of Kvil. All the servants of the Enemy fear the anger of 
their Lord far more than a simple death at the haixis of their 
opponents. Similarly, the Good side’s forces know that they are 
facing the ultimate Evil and are prepared to sell their lives to 


Points value: 400 

Might: 3 

w C Will: 3 per turn 

5 1 Fate: Special (see below) 

defeat it once and for all. If Sauron is on the table, neither side 
needs to test for Courage if their forces are reduced to 50% of 
their original numbers. 

Unstoppable! The power of the Ring is so great that to face the 
Dark Lord in combat is almost invariably to face one’s death. 
Every time .Sauron wins a fight against multiple opponents, he 
can choose to strike at the enemy three times as normal or to 
sweep his mace around in a deadly arc. If Sauron ch(X)ses this 
second option, all the enemies that have taken part in the fight 
(those in base contact and even those supporting friendly models 
witn spears or pikes) suffer one strike from the Dark Lord. 

Magical Powers 

Sauron can use .T points of Will per turn to cast magical powers 
and to resist the effect of magic. He has the following powers: 

Transfix. Range 1 8’742cm. Dice score to use: 2+. The victim can 
do nothing further that turn. In combat, his Fight value counts as 
I and he rolls one dice regardless of how many attacks he 
nomally has. If he wins a combat he will not strike. The victim 
can still use Might, Will and Fate but cannot make heroic actions. 
The effect lasts for the remainder of that turn. 

Compel. Range 18’742cm. Dice score to use: 3+. The victim can 
do nothing further that turn as described for Transfix, except that 
the Evil player can move the victim up to half a move as soon as 
the pow'cr takes effect, even into base contact with an enemy 
(there is no need for a Courage test in order to charge a terrifying 
enemy). The player can do this even if the model has already 
moved that turn. The model cannot be moved out of a combat if 
it is already engaged. The model cannot be forced to do anything 
that would cause direc: harm to it (like jumping down a cliff...). 

Drain Courage. Range 18‘742cm. Dice score to use: 2+. The 
victim loses 1 point of Courage. This penalty applies for the rest 
of the battle. This ability can lake effect several limes on the .same 
Uu’get, reducing the model’s Courage value each time. 

Sap Will. Range I8'742cm. Dice score to use: 3+. The victim's 
Will value is reduced to 0. The effect lasts for the remainder of 
the battle - although it can be increa.sed by the Strengthen Will or 
Will of Iron magical powers. 

Chill Soul. Range 1 8”/42cm. Dice score to use: 5+. With a single 
gaze, the Dark Lord can drain all life force from his enemies. The 
victim suffers a wound, exactly as if wounded in close combat. If 
a cavalry model fails to resist this power, Sauron can choose 
whether the rider, the mount or a passenger will suffer the wound. 


Forces of Darkness 



‘ 7 / was no mere hrifiand or Orc-chieftain that ordered the assault upon the Lord of Mordor's greatest foe. A power and mind of malice guided it." 





If 
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The Ringwraiths 


F s 

Witch King 5/- 4 

Ringwraiths 5/- 4 


D 

8 

8 


The nine Ringwraiths were once Kings of Men, the bearers 
of magical rings created by Sauron. Their rings granted 
endless life but gradually enslaved the Kings to Sauron' s 
will. All that remains of them now are their twisted spirits 
- their bodies having faded into empty nothingness. They 
are the most deadly of cdl Sauron's captains and the most 
dangerous of the nine is the Witch King. 

The Witch King is the leader of the Ringwraiths. Like the 
others, he is cloaked and armoured, and has no physical 
body but only a shadow-like existence held together hv the 
force of his will. 



A Rinswraith pmwls Osgiliaih 


Points value: 140 for the Witch King 
120 each for the other Ringwraiths 

A W c Witch King/Ringwraith 
I I ^ Might: 3/2 

' ^ Will: 20/14 

Fate: 3/2 

Ringwraiths cannot he killed in the normal sense because 
they are not alive - hut they can he banished. A Ringwraith 
that has been banished in this way will gradually reform as 
its embittered will shapes a new form for it to inhabit. This 
takes many days depending upon how far the Ringwraiths 
are from the influence of their master. 

Wargear 

The nine Ringwraiths carry wicked swords or maces (hand 
weapons). At an additional points cost, they can ride a 
horse or a Fell Beast, and the Witch King can also be 
armed with a Morgul blade. 

Horse J 0 pis each Ringwraith 

Fell Beast 60 pts each Ringwraith 

Morgul blade W pts (Witch King only) 

Horse. The Ringwraiths ride huge black horses that carry 
them over Middle-earth as they search for their master’s 
ring. Only a Ringwraith can ride these evil bea.sts - they 
will not permit any other creature to mount them. Rules for 
horses and riders are given in the main rules section. 

F S D A W C 
Horse 0 3 4 0 13 

Fell Beast. Only a Ringwraith can ride these evil creatures 
- they will not pemiit anything else to mount them. Rules 
for cavalry are given in the main rules section. If the 
Ringwraith riding them is killed or dismounts, they will 
always take to the air and flee the field. 

Special Rules for the Fell Beast 

Fly. A Fell Beast moves by flying - its move is I2"/28cm. It 
can fly over the top of any models or terrain without penalty. 

It cannot enter woods, buildings and other terrain that has 
been deemed impassable, but can land on top of any of these 
if the players so agree at the beginning of the game. 
Fell beasts cannot be u,sed in scenarios that take place in 
Moria or other subterranean area. 

.Monstrous Mount. A Fell Beast can carry a single rider. The 
usual rules for Monstrous Mounts apply. 

Note that a Fell Beast cannot pick up or use weapons or other 
objects — it cannot shoot a bow, for example. 

F S D A W C 

Fell Beast 5 6 6 2 3 3 


Forces of Darkness 


Morgul Blade. Only the Witch King can carry a Morgul 
blade. This evil weapon is both magical and poisonous - a 
deep wound leaves a tainted shard from its blade in the 
foe’s flesh. If the Witch King inflicts a wound on a model 
that has 2 or more Wounds, the player can use the Morgul 
blade. The blade can only be used once - afterwards its 
deadly tip is broken. The enemy who has suffered the 
wound now has a shard of the blade embedded in their 
body, and will lose a further wound at the start of each 
successive turn if they roll a I on a dice. Make this roll at 
the start of each turn before the Priority phase until the 
game is over or the victim is slain. 

Might cannot be used to affect this roll, but Fate can be 
used to ‘save’ the wound, and Might can be used to boost 
the Fate roll as normal. 

It is up to the Evil player to remind the opponent to test for 
the Morgul blade, if this is forgotten the shard simply had 
no effect that turn. 

Noie on choosing Ringwraiths, As there are eight 
ordinary Ringwraiths the Evil player can have up to eight 
ordinaty Ringwraiths in his force. The Ringwraiths are not 
named - we sugge.st you paint a number under the base of 
each so that you can readily distinguish them on your 
record sheet. There is only one Witch King. 

Special Rules 

Will. Ringwraiths rely on Will far more than other Hertxis. 
It is only by Will that they maintain corporeal form. The 
further they are from Sauron, the weaker is the bond 
between them and the lower their Will value. Therefore: 

A Ringwraith must give up I point of Will at the end of the 
Fight phase if it has been in a fight. Note that Ringwraiths 
touching enemy must fight - as all models must - they 
cannot choose not to fight! 

Once a Ringwraith suffers 1 Wound or has 0 Will 
remaining, it is banished. Ringwraiths cannot be destroyed 
completely in this way - their spirits slowly regenerate - 
but as this takes several days they are removed as 
casualties. 

Terror. Ringwraiths are terrifying supernatural creatures. 
They evoke terror in their enemies as described in the 
Courage section. 

Darkness. Ringwraiths do not see by the light of the world 
as we know it, but by the inner light of the life of living 
things. They arc not affected by darkness and can see as 
well in pitch black as they can in daylight. 

Ringwraiths and the Ring. If any Hero should put on the 
Ring then he becomes part of the twilight world of the 
Ringwraiths. He is both visible and vulnerable to them! A 


Hero wearing the Ring is not invisible to a Ringwraith as 
he is to other models. A Ringwraith does not have to give 
up Will if he is fighting against a mixlcl wearing the Ring 
- not even if other enemy are included as part of a multiple 
combat. 

To represent this in a pleasing visual way, all Ringwraith 
models can be replaced by Twilight Ringwraith models as 
soon as the Ring is put on. The Twilight Ringwraiths are 
used whil.st the Ring is worn. This is not necessary - but it 
certainly emphasises the point! 

Magical Powers 

Ringwraiths can also employ their Will to use magical 
powers and to resist the effect of magic just like other 
Heroes. They have the following powers: 

Transfix. Range 12’728cm. Dice score to use: 3+. The 
victim can do nothing further that turn. In combat, his 
Fight value counts as 1 and he rolls one dice regardless of 
how many Attacks he nonnally has. If he wins a combat he 
will not strike. The victim can still use Might, Will and 
Fate but cannot make heroic actions. The effect lasts for 
the remainder of that turn. 

Compel. Range 12'728cm. Dice score to use: 4+. The 
victim can do nothing further that turn as described for 
Transfix, except that the Evil player can move the victim 
up to half a move as soon as the power takes effect, even 
into ba.se contact with an enemy (there is no need for a 
Courage test in order to charge a terrifying enemy). The 
player can do this even if the model has already moved that 
turn. The model cannot be moved out of a combat if it is 
already engaged. The mcxlcl cannot be forced to pertbnn 
any actions that would cause direct harm to it (such as 
jumping down a cliff...). If the victim has the Ring, he 
must put it on if the Evil player wishes. 

Drain Courage. Range I2'728cm. Dice score to use: 2+. 
The victim loses 1 point of Courage from his characteristic 
profile. This penalty applies for the rest of the battle. This 
ability can take effect several times on the same target - 
reducing a model’s Courage value each time. 

Sap Will. Range 12728cm. Dice score to use: 4+. The 
victim’s Will value is reduced to 0. The effect lasts for the 
remainder of the battle - although it can be increa.sed by 
the Strengthen Will or Will of Iron magical powers. 

Black Dart. Range 12’728cm. Dice score to use: 5+. The 
victim suffers a hit with a Strength of 9. If a cavalry model 
fails to resist this power, the Ringwraith can choose 
whether the Dart hits die rider, any passenger or the mount. 


The Balrog 

w c 

10 7 


F S D A 
Balrog 10/- 8 10 4 


Points value: 500 
Might: 0 
Will: Special 
Fate: 0 


The Balrog is a might}' creature of great age and power - 
a monster of a rare and horrific kind. Of all the evil powers 
in the world it is amongst the most potent and formidable. 

Special Rules 

Lash. The Balrog has 4 Attacks, of which one is a special 
‘lash’ attack with its long whip. When rolling tor strikes 
use a different colour dice to represent the lash. If the Lash 
strike roll is sufficient to cause a wound the enemy is 
momentarify entangled in the whip. This allows the Balrog 
to make a further two strikes against the model with its 
fiery blade (hand weapon). That means a Balrog can 
sometimes make six strikes if it wins a fight - four strikes 
plus a further two strikes against an entangled enemy. 


Terror. The Balrog is a huge terrifying monster! An 
enemy wishing to charge the Balrog must test its courage 
as described in the Courage rules. 

Will. The Balrog is a magical creature and can shrug off 
the effects of all but the most p<Hent sorcer>'. Instead of 
expending Will to resist magical attacks it always resists 
magic with the same number of dice as it has wounds left. 

Goblin Mastery. Moria Goblins are far more frightened of 
the Balrog than of any enemy. If the Balrog is in the game 
Moria Goblins will automatically pa.ss any Courage test 
they would normally be required to take. For example, this 
applies to the Courage test made because Boromir is 
blowing his horn - making Boromir’s horn useless in this 
situation. 



"'From out of the shadow a red sword leapt gleaming.'' 



Forces of Darkness 



Saruman the White is the leader of 
the Order of Wizards and the most 
learned in the ways of Sauron the 
Enemy. But his studies have led him 
to dream of dominion, and hy 
daring to look into the dread Palantir of Orthanc he has 
seen many dark and evil things that have stirred his greed 
and ambition. Now he would dare rise and take even 
Sauron 's crown, but the truth is that his soul is already in 
thrall to the evil lord. 


Saruman (Wizard) 

F s 

Saruman 5/- 4 


Wargear 

Saruman carries his staff and a sword (hand weapon). He 
can use either his sword or staff to tight - his staff is a 
two-handed weapon. 

Special Rules 

Staff of Power. Saruman's staff is not only a symbol of his 
power but a potent talisman. Whilst he wields his staff 
Saruman can expend 1 point of Will each turn without 
reducing his own Will store. 

Voice of Command. Such is the fear of failure that 
Saruman inspires in his followers that they will often fight 
to the last man if his eye is upon them. To represent this, 
the range of Saruman \s 'Stand fast!’ rolls is 12728cm 
rather than 6’7l4cm. 

Palantir. Saruman carries the Palantir, an ancient seeing 
stone that allows him to project his powers over great 
distances. Using the Palantir, Saruman can use his 
Eftbrtlessly Immobilise and Instantly Command powers 
against any enemy on the battlefield. Saruman can only 
use the Palantir so long as he has at least 1 point of Will 
remaining in his store. If he has no Will left then he cannot 
use the Palantir even though his staff enables him to 
continue to use his magical powers. 

Magical Powers 

Terrifying Aura. Dice score to use: 2 -p. This power 
enables Saruman to assume a terrifying aura. Once this 
power has been succe.ssfully cast Saruman counts as 
terrifying to all enemies as long as he has at least 1 point 
of Will remaining. If his Will drops to 0 the terrifying aura 
is extinguished. See the Courage section of the rules for 
more about terror. 


Points value: 150 
Might: 3 

D A W C Will: 6+1 free per turn 
5 13 7 Fate: 3 

Sorcerous Bla.st. Range 12'728cm. Dice score to use: 5+. 
This power can be used against a single enemy model. 
There must be no other models from either side obscuring 
Saruman's view of the target but partially obscuring cover 
is ignored. If the power is employed successfully the target 
is blasted directly away from Saruman and knocked to the 
ground - roll a dice and move the target that number of 
inches or double that number of centimetres (l”-6" or 
2cm- 12cm). Except as noted below any other models that 
lie within the path of the blasted model are automatically 
moved aside and knocked to the ground. If the target or 
one of the models lying within the path of the target is 
fighting, then all other models in the same fight are 
knocked to the ground whether friends or foe. The target 
model counts as having been struck one blow at a Strength 
value of 5 and every model knocked to the ground is struck 
one blow at a Strength value of 3. If a model with a 
Strength of 5 or less is blasted into a model which has a 
Strength of 6 or more, it stops immediately. The model 
with Strength 6 or more is not moved or knocked to the 
ground, but it is struck one blow from the impact as 
nomial. If the model blasted away has a Strength of 6 or 
more, then it will affect any other model along its path. 
Eg, if the Balrog is blasted into a Goblin it will knock it to 
the ground but if a Goblin is blasted into the Balrog, the 
demon won’t budge. 

Effortlessly Immobilise. Range 1 2’728cm. Dice score to 
use: 2+. The victim can do nothing further that turn. In 
combat his Fight value counts as 1 and he rolls one dice 
regardless of how many Attacks he normally has. If he 
wins a combat he will not strike. The victim can still use 
Might, Will and Fate but cannot make heroic actions. The 
effect lasts for the remainder of that turn. 

Instantly Command. Range 12’728cm. Dice score to use 
3+. The victim can do nothing further that turn as 
described for Effortlessly Immobilise, except that the Evil 
player can move the victim up to half a move as soon as 
the power takes effect, even into base contact with an 
enemy (there is no need for a Courage lest in order to 
charge a terrifying enemy). The player can do this even if 
the model has already moved that turn. The model cannot 
be moved out of a combat if it is already engaged. The 
model cannot be forced to perform any actions that would 
cause direct harm to the model (such as jumping down a 
cliff...). 


Ore Captain 



Ore Captain 
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Points value: 40 

Might: 2 


Will: 

Fate: 


have included the option for you to 
include one or more Ore Captains as 
part of your force - note that you can 
include more than one Ore Captain if 
you wish. This represents the leaders 
amongst the Ore soldiery who go unnamed in the story of 
The Lord of The Rings - the incidental warriors whose role 
on the battlefield is important in any war. If you choose 
Captains invent suitable names for each. 

Wargear 

The Ore Captain represented by the profile has a sword 
and wears crude Orcish armour. He has been given a 
Fight value for shooting - if he does not carry a bow then 


copy this to your record sheet as 4/-. If he is given further 
armour make the necessary adjustment to the rntxlel’s 
Defence value. At an additional cost he may have the 
following items and ride a Warg: 

Shield 5 pts 

Ore Bow 5 pts 

Warg 10 pis 

Throwing spears 5 pts (only if mounted on a Warg) 

Shield. An Ore Captain which carries a shield adds +1 to 
its Defence unle.ss the model also carries a bow, in which 
case it adds nothing. Sec page 52 for details. 


Warg 
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Moria Goblin Captain 


Goblin Captain 


F 

3/5+ 


S 

4 


We have included the option for you 
to include one or more Moria 
Goblin Captains as part of your force - note that you can 
include more than one Captain if you wish. 7'his represents 
the leaders amongst the Goblin soldiery who go unnamed 
in the story' of The Lord of The Rings - the incidental 
warriors who.se role on the battlefield is important in any 
war. If you choose Captains invent suitable names for 
each. 


Wargear 


The Moria Goblin Captain represented by the profile has a 
sword and wears spiny segmented annour. He has been 
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3 


Points value: 35 
Might: 2 
Will: 1 
Fate: 1 


given a Fight value for shtxning - if he does not carry a 
bow then copy this to your record sheet as 3/-. If he is 
given further armour make the necessary adjustment to the 
model’s Defence value. At an additional cost he may have 
the following items: 


Shield 
Ore bow 


5 pts 
5 pts 


Shield. A Moria Goblin Captain that carries a shield adds 
+ 1 to its Defence unle.ss the model also carries a bow, in 
which case the model adds nothing. Sec page 52 for 
details. 



Lurtz, Uruk-hai Captain 
F s 

Lurtz 5/4+ 4 

Amongst a brutal race, Lurtz is a 
brutal leader, careless of the lives of 
his warriors, hungry for the blood of 
his foes. Untiring and determined, 
Lurtz is a foe to he feared. 


Points value: 60 

Might: 3 

D A W C Will: 1 

6 2 2 4 Fate: 1 

Wargear 

Lurtz is equipped with a sword (hand weapon), armour, 
shield and an Ore bow. 


Forces of Darkness 



We have included the option for you to 
include one or more Uruk-hai 
Captains as part of your force - note 
that you can include more than one Uruk-hai Captain if 
you wish. This represents the leaders amongst the 
Uruk-hai soldiery who go unnamed in the story of The 
Lord of The Rings - the incidental warriors whose role on 
the battlefield is important in any war. If you choose 
Captains invent suitable names for each. 


Uruk-hai Captain 

F s 

Urukdiai Captain 5/4+ 4 


Wargear 

The Uruk-hai Captain represented by the profile has a 
sword and armour. He has been given a Fight value for 


Shagrat, Uruk-hai Captain 


F s 

Shagrat 5/- 4 

The leader of the Urukduii garrison of the Tower of Cirith 
Ungol is as brutal and ferocious as any Uruk-hai captain, 
but he is also fanatically loyal to his Masters, obey ing 
every' order he receives from the Dork Tower to the letter. 


Gorbag, Ore Captain 


F S 

Gorbag 4/- 4 

A classic example of Ore selfishness and greed, Gorbag is 
prepared to order his warriors to attack the Uruk-hai 
guards of Cirith Ungol to steal from them the precious 
coat of mithril that belonged to Frodo and Bilbo Baggins 
before him. 



Wiid Men Chieftain (Man) 


F s 

Wild Men Chieftain 4/- 4 


The Wild Men of Dunland live upon the 
borders of Rohan. Like all their kind, 
the chieftains of the Dunlendings envy 
and hate the King of Rohan and all his .subjects - and are 
all too ready to take up Sarunum *s cause to destroy Rohan! 


Points value: 50 

Might: 2 

D A W C Will; 1 

5 2 2 4 Fate: 1 

shooting - if he docs not carry a bow ihen copy this to your 
record sheet as 5/-. 

At an additional cost he may have the following items. 

Shield 5 pts 

Ore bow 5 pts 

Crossbow (Uruk-hai of the White Hand only) 5 pts 

Shield. An Uruk-hai Captain who carries a shield adds +1 
to its Defence unless the model also carries a bow' or 
crossbow, in which case it adds nothing. See page 52 for 
details. 


Points value: 55 

Might: 3 

D A W C Will: 1 

5 2 2 4 Fate: 1 

Wargear 

Shagrat has a sword and armour. At an additional cost he 
may carr>' a shield. 

Shield 5 pts 

Shield. If Shagrat carries a shield, his Defence is increased 
by +1 and he can use the Shielding rule. 


Points value: 45 

D A 

5 2 

Wargear 

Gorbag wears crude armour and has a cruel Ore blade 
(hand weapon). At an extra cost he may carry a shield. 
Shield 5 pts 

Shield. If Gorbag carries a shield, his Defence value is 
increased by +1 and he can use the Shielding rule. 


W 

2 


C 

3 


Might: 3 
Will: 1 
Fate: 1 


Points value: 40 

Might: 2 

D A W C Will: 1 

4 2 2 4 Fate: 1 

A Wild Men Chieftain does not have any equipment. He 
can be given additional items as shown below: 

Sword or similar hand weapon, or two-handed axe 
(choose one) Free 



Sharku, Warg Rider Captain (Ore) 


Sharku 
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Points value: 55 
Might: - 
Will: 
Fate: 1 


Sharku is the chief amongst the 
Warg Riders, and the boldest of 
all that murderous horde. 


Wargear 

Sharku wears 
rides a Warg. 


Shield 5^^, 

Shield. If Sharku carries a shield, his Defence is increa>cv 
by +1 and he can use the Shielding rule. 


armour, has an ore blade (hand weapon) and 
At an extra cost he may have a shield. 


Warg 
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Grishnakh, Ore Captain 


Grishnakh 
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Points value: 45 
Might: 3 
Will: 1 
Fate: 1 


Grishnakh leads the Mordor Ojvs that 
catch up with the Uruk-hai carrying 
Merry and Pippin. He tries in vain to 
abduct them and take them to his 
master, Sauron. 



Wargear 

Grishnakh has a sword and armour. At an additional cost 
he may carry a shield. 

^ Shield j pfj. 

Shield. If Grishnakh carries a shield, his Defence is 
increased by +1 and he can use (he Shielding rule. 


Gollum (Gollum... my preciousss...) 


Gollum 
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4/- 
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2 


C 

4 


Many years ago, a small creature called 
Deagol discovered a ring in the Anduin 
river. This of cour.se, the One Ring, 

and its evil power began to work at once, for he was 
murdered and the Ring taken by his companion Smeagol. 
In time Smeagol became Gollum — a twisted monster, 
obsessed with the Ring and consumed by his own remorse. 
But now Gollum has lost the Ring, '.stolen \from him bv 
Bilbo and now borne by Frodo towards its destruction in 
the fires of Mount Doom. Gollum cannot bear to be 
separated from his 'precious' and would do anything, 
endure anything, to possess the Ring once more. 

Speciai Rules 

Gollum can be included in the Evil player’s force if the 
Ringbearer is included on the opposing side. No points are 
paid for Gollum - he is ‘free’. 

Regardless of the scenario you are playing. Gollum is 
positioned on the table once both sides have placed all 
their other models. He must be placed within 6’714cm of 
the Ringbearer. 

So long as the Ringbearer is alive no Good model can 
shoot at or strike blows against Gollum. Good models are 
allowed to charge Gollum and fight, but will strike no 


Points value: 0 

Might: 1 
Will; 0 
Fate: 1 

blows if they win becau.se they do not wish to kill Gollum. 
This applies to the Ringbearer him.self as well as all other 
Good models. This rc.striction ceases to apply should the 
Ringbearer be slain. Once the Ringbearer is slain, Gollum 
becomes an enemy and can be shot and fought in the .same 
way as any other enemy model. 

Gollum is always controlled entirely by the player who has 
priority that turn. Whichever .side has priority takes control 
of Gollum and moves him. fights with him, and so on. 
Regardless of which .side controls him, Gollum must 
always move to within 6'7l4cm of the Ringbearer in the 
Move pha.se if possible. If this is impo.ssible, he must move 
as close to the Ringbearer as he can. Note that models can 
be moved in any order, so the Good player could quite 
rea.sonably move Gollum towards Frodo and then move 
Frodo away all in the same Move phase. When the Good 
player has priority he can always choose which of the pair 
to move lirst and this enables the Good player to keep 
Gollum at a sate di.stance from the Ringbearer. 

If Gollum attacks and slays the Ringbearer. he 
automatically puts the Ring on when his opponent is 
killed. Once Gollum puts the Ring on he will run away and 
will never ever be heard of again. The model is removed 
and counts as a casualty. 


Forces of Darkness 



Grima Wormtongue (Man) 


Grima 


F 

2 /- 


S 
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Grima is the treacherous councillor of 
King Theoden. Unknown to the King, 
Grima is secretly in league with Saruman and has been 
using every means at his disposal to turn Theoden ’.v mind 
against his allies. Not only is Grima a cunning and 
persuasive advisor, he has poisons, potions and the 
sorcerous assistance of Saruman from afar to further his 
evil. 


Wargear 

Grima is armed with a dagger. 

Special Rules 

Grima can be included in the Evil player's force if 
Saruman is also included. 

Regardless of the scenario you are playing. Grima is 
always placed on the table once both sides have placed all 
their other models. He can be placed in either the Evil 
side’s deployment zone or the Good side’s deployment 
zone. 

So long as Saruman is alive no Good model can shoot at or 
strike blows against Grima. Good models are allowed to 
charge Grima and fight, but will strike no blows if they 


Points value: 25 

Might: 0 

D A W C Will: 0 

3 113 Fate: 0 

win because they do not wish to kill Grima but only to 
restrain him (being Good can be a pain sometimes you 
seel). This restriction cea.ses to apply should Saruman be 
slain. Once Saruman is slain, the depth of Grima’s evil is 
revealed and Grima becomes an enemy who can be shot 
and fought in the same way as any other enemy model. 

Grima is always controlled by the Evil player and is 
moved and tights when it is the Evil side’s turn to do so as 
usual. Although he can fight he isn’t very good at it (he's 
far too sneaky and grovel ly) and his chief power is his 
ability to debilitate enemy Heroes by his endless whining, 
thereby spreading doubt and misery amongst his foes. This 
is represented by reducing the effect of Might. If a Gocxl 
Hero is within 6714cm of Grima then 2 Might points must 
be expended to modify dice .scores or use Heroic abilities 
in.stead of 1. As can be readily imagined this is a very 
powerful ability, and the Good player must try to occupy 
Grima and prevent him from using his pow'er to sap die 
fighting power of the Good Heroes. 

Note. For reasons impossible to fathom Grima is always 
more effective if the Evil player actually makes an effort to 
offer bad advice and make pessimistic forecasts of doom 
to his victims as he follows them about the battlefield. 


Easterling Captain (Man) 

F s 

Easterling Captain 4/- 4 


D A W C 

6 2 2 4 


Points value: 55 
Might: 2 
Will: 1 
Fate: 1 


The Easterlings are the most disciplined and skilled 
warriors that are fighting for the Dark Lord. Their 
captains lead them with a martial prowess that Ores will 
never he able to match. 


Wargear 

An Easterling Captain has an Easterling halberd (it counts 
as an Elven blade) and wears heavy armour. 
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Shelob (Giant Spicier) 


F s D 
Shelob 7 /- 7 7 

Sheloh, the last child of Ungoliant, is an evil thing in 
spider-fornh a horror that has haunted Middle-earth for 
countless years, preying on all living things. 

Special Rules 

Movement Shelob moves 10724cm per turn. Like all 
spiders. Shelob can climb on any surface, regardless of its 
angle. Shelob therefore can move at full speed over any 
type of difficult terrain and ignores all obstacles except for 
water features and gaps such as chasms, ditches and other 
open spaces that she has to jump as normal. 



Something evil lurks in the Mountains of Shadow. 


Points value: 90 

A W C ° 

1 6 4 

Fate: 0 

Terror, Shelob is a repugnant, terrifying monster! She 
evokes terror in the enemy, as described in the Courage 
rules. 

Venom. Models that suffer a wound from Shelob will lose 
a lurther wound at the start of each successive turn if they 
roll a I on a dice. Make this roll at the start of each turn 
before the Priority phase until the game is over or the 
victim is slain. 

Might cannot be used to affect this roll, but Fate can be 
used to ‘save’ the wound, and Might can be u.sed to boost 
the Fate roll as normal. 

It is up to the Evil player to remind the opponent to tc,st for 
the venom, and it this is forgotten, the poison simply had 
no effect that turn. 

Pounce. A deadly hunting spider. Shelob often Jumps on 
her prey using the huge weight of her bloated body to 
cru.sh them. When charging, Shelob gets both bonuses that 
cavalry models get (ie. Extra Attack and Knock to the 
Ground). These bonuses are not lost if Shelob is engaged 
by enemy cavalry, but are lost if she is engaged by a 
Monstrous Mount. She can knock both enemy cavalry and 
infantry to the ground as if she herself were a Monstrous 
Mount. 

Hunting instinct. Shelob is u.sed to ambushing and 
dispatching her prey swiftly and effortle.ssly. If faced with 
a strong enemy, she is likely to retreat to safety. Every time 
Shelob suffers a wound, she must take a Courage test. If 
the test is failed she flees — the model is removed and 
counts as a casualty. 


Troll Chieftain (Troll) 

F S D 
Troll Chieftain 7 / 5 + 7 g 

A small number of ihe Trolls of Mordor are gifted with a 
form of primordial cunning and intellingence, which 
makes them the leaders of their race and a far more 
dangerous foe than the rest of their kin. 

This is the basic profile for a Mordor Troll Chieftain. 

Wargear 

Troll Chieftains have some crude form of armour and carry 
brutal bludgeoning weapons (hand weapon). 


A \V C 

3 3 4 


Points value: 140 
Might: 2 
Will: 1 
Fate: 1 


Special Rules 

Terror. Troll Chieftains are so huge and vicious that they 
evoke terror in the enemy, as described in the Courage 
rules. 


Throw Stones. If a Troll Chieftain does not move at all. he 
can declare he's ‘stooping for a stone’, and in the subsequent 
Sh(x« phase he can throw it. provided that he is not engaged 
in combat. This works exactly like a crossbow with a range of 
I2'728cm and a Strength of 8 . 


Forces of Darkness 


The Mouth of Sauron (Man) 

F s 

Mouth of Sauron 4/- 4 


D A W C 

5 2 2 4 


Points value: 60 
Might: 1 
Will: 4 
Fate: 1 


One of the race of those that are named 
Black Numenoreans, the Lieutenant of the Dark Tower has 
studied great sorcery under his Master and now 
carries Sauron *s word to his ser\*ants and enemies alike. 

Wargear 

The Mouth of Sauron wears armour and carries a sword 
(hand weapon). At an additional points cost the Mouth of 
Sauron can ride a horse: 

Horse JO pts 

Horse. The Mouth of Sauron rides a huge black horse to 
carry the word of his dark master to all the peoples of 
Middle-earth. Only the Mouth of Sauron can ride this evil 
beast - it will not permit any other creature to mount it. 
Rules for horses and riders are given in the main rules 
section. 

F S D A W C 
Horse 0 3 4 0 13 

Magical Powers 

Transfix. Range 12728cm. Dice score to use: 3+. The 
victim can do nothing further that turn. In combat, his 


Fight value counts as I and he rolls one dice regardless of 
how many Attacks he normally has. If he wins a combat, 
he will not strike. The victim can still use Might, Will and 
Fate but cannot make heroic actions. The effect la.sts for 
the remainder of that turn. 

Drain Courage. Range I2'728cm. Dice score to use: 2+. 
The victim lo.ses 1 point of Courage from his characteristic 
profile. This penalty applies for the rest of the battle. This 
ability can take effect .several times on the .same target - 
reducing a modefs Courage value each time. 

Sap Will. Range l2”/28cm. Dice score to use: 4+. 
The victim's Will value is reduced to 0. The effect lasts 
for the remainder of the battle - although it can be 
increased by the Strengthen Will or Will of Iron magical 
powers. 

Terrifying Aura. Dice score to use: 2+. This power 
enables the model to assume a terrifying aura. Once this 
power has been successfully cast, the model counts as 
terrifying to all enemies as long as he has at least 1 point 
of Will remaining. If his Will drops to 0 the terrifying aura 
is extinguished. See the Courage section of the rules for 
more about terror. 
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Points value: 4 


These are small, mean-spirited 
creatures that live a troglodyte existence in the numerous 
delvings beneath the Misty Mountains. The ancient Dwarf 
tunnels of Maria luive become home to these loathsome 
monsters. They scuttle through the tunnels with amazing 
dexterity, attacking, destroying and consuming intruders 
that venture into their dark realm. They are also known as 
Maria Ores - for they are a low kind of degenerate Ore 
adapted to a life beyond the light. 

This is the basic profile for a Goblin warrior. If the Goblin 
does not carr>’ a bow then it is convenient to ignore the 5+ 
Shoot value when you copy the profile to your record sheet 
- ie, the Fight characteristic for a Goblin without a bow 
would be 2I-. The base profile can also change if the 
warrior carries a shield. 


C 
2 

Wargear 

The base profile for a Goblin warrior includes spin^ 
Goblin armour. Though crudely made, this is quite 
extensive and often covers the entire Goblin from head 
fool. Any warrior can be given additional items at the 
following cost: 


Sword or similar hand weapon 

Free 

Spear 

1 pt 

Ore bow 

1 pi 

Shield 

1 pt 


Shield, A Moria Goblin warrior that carries a .shield adds 
-hi to its Defence value unless the model also carriev ^ 
bow, in which case it adds nothing. See page 52 for delaiK 



EVIL WARRIORS 

Moria Goblin Warrior 


Moria Goblin 


F 

2/5+ 


S 

3 


D 

4 


A 

1 


W 

1 


Points value: 5 


This is ihe basic profile for an Ore warrior. If the Ore docs 
not carr>’ a bow then miss out the 5+ Shoot value when you 
copy the profile to your record sheet - ie. the Fight 
characteristic for an Ore without a bow would be 3/-. The 
base profile can also change if the warrior carries a shield. 


A W C 

I I 2 


Sword or similar hand weapon, 

or two-handed 

sword/axe (choose one) 

Free 

Spear 

1 pi 

Ore bow 

I pt 

Shield 

1 pi 

Banner 

25 pts* 


*{maximum one per Hem included in the same force) 


Shield. An Ore warrior that carries a shield adds +I to its 
Defence value unless the model also carries a bow, in 
which case it adds nothing. See page 52 for details. 

Two-handed .sword/axe. An Ore warrior equipped with a 
two-handed sword/axe cannot be given a bow or shield as 
well — he needs both hands to wield his weapon (sec 
page 51). 

Banner. See the relevant rules on page 55. 



Ore Warrior 


F s D 
Ore 3/5+ 3 4 


Ores are the foulest creatures to walk 
Middle-earth. They are evil-hearted 
monsters that rejoice in slaughter and 
destruction. Ores bear little loyalty even to their own kind 
and will readily fight among.st themselves over the spoils of 
their conquests. Inept workmen, their clothing is ill-made 
and ragged, their armour is crude, and their weapons as 
well-suited to butchery as to war. Yet they are numerous — 
untold thousands make up the amties of Saruman ami 
Sauron and their natural cowardice makes them an ideal 
tool of evil intent. 


Wargear 

The base profile for an Ore warrior includes crude Ore 
armour. This is usually fairly meagre and often made of 
padded leather with reinforcing bands of metal. Any 
warrior can be given additional items at the following co.st: 
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^ Uruk-hai Warrior 


Uruk-hai 


If Ores are the 
foulest creatures 
to walk Middle-earth 
then Uruk-hai are 
the most dantterous 
perversion of the 
breed. Where ordinary Ore s are crook limbed and timid, 


the Uruk-hai are strong, muscular, upright warriors of 
greater skill and courage. They are no le.ss evil-hearted 
than their smaller cousins however. Their capacity for evil 
is greater still. Originally, they were created by Saruman 
and carried the White Hand ofisengard, but soon the Dark 
Lord Sauron too had in his .serxnce thousands of Uruk-hai 
bearing the Red Eye of Mordor, 


This is the basic profile for an Uruk-hai warrior. If the 
warrior does not carry a bow miss out the 4+ Shoot value 
when you copy the profile to your record sheet - ie, the 
Fight value for a warrior without a bow would be 4/. The 
base profile can also change if the warrior carries a shield. 


Forces of Darkness 

Points value: 10 

F S D A VV C 
4/4-f 4 5 113 

Wargear 

The base profile for an Uruk-hai warrior includes armour. 
Any warrior can be given extra items for the following: 

Sword or similar hand weapon, or two-handed 


sword/axe (Mordor Uruk-hai only) Free 

Ore bow I pi 

Shield / pi 

Pike ( Uruk-hai of the White Hand only) I pt 

Crossbow (Uruk-hai of the White Hand only) 2 pts 
Banner 30 pts* 


"^(ma.ximiim one per Hero included in the .same force) 

Shield. An Uruk-hai warrior which carries a shield adds 
+ 1 to its Defence value unless the model also carries a bow 
or crossbow, in which case it adds nothing. See page 52 for 
details. 

Pike. An Uruk-hai warrior w'hich is equipped with a 
pike cannot be given a bow, crossbow or shield as w'ell - 
he needs both hands to wield his weapon (see page 52 for 
more details). 

Banner. See the relevant rules on page 55. 




Uruk-hal Berserker 


Points value: 15 


F s D 
Berserker 4/- 4 6 

Berserkers are the most dangenms of all 
Uruk-hai: fearless, caring nothing for 
their own lives, and armed with 
deadly swords almost as tall as 
themselves. Aa' they approach the 
enemy they smear them.selves 
with blood. The smell of which 
drives them into a screaming 
battle rage that makes them virtually unstoppable. 

A berserker can suffer a blow that would slay an 
ordinary Uruk-hai without e\^en flinching - they feel 
no pain and have no desire other than the 
destruction of their enemies. For this reason they 
have a Defence value of 6 even though they wear no 
armour. 


A W C 

2 1 8 

handed sword - but he cannot change from one mode to 
the other during the same Fight phase. 


Wargear 

The Berserker carries an extraordinarily long sword 
and no other weapons or armour. In any turn the 
Berserker can wield the long heavy sword either as 
an ordinary sw'ord (hand weapon) or as a two- A Berserker in all his gory glory! 



Cave Troll 


Cave Troll 


Points value: 70 

F S D A W c 

6/5+ 6 6 3 3 3 



These are large and loathsome creatures that shun the 
light, preferring to hide away in dark caves and 
subterranean tunnels. They are both cumbersome and 
slow-witted but none-the-less dangerous creatures once 
roused to anger. Fortunately, there are only a few of these 
fearsome monsters compared to the va.st hordes of Moria 
Goblins among. st whom they live and which, in all 
probabiUty, form the bulk of their diet. 

This is the basic profile for a Cave Troll of average size - 
being large creatures it is natural that they vary somewhat 
in dimensions. 


and wounds determined - the lash is counted as one extra 
attack against the target. 

Special Rules 

rhmw Stones. If a Troll docs not move at all, he can declare 
he's ‘suwping fora stone*, and in the subsequent Shoot phase 
he can throw it, provided that he is not engaged in combat . 
This works exactly like a crossbow with a range of 12728cm 
and a Strength of 8. 


Wargear 

The Cave Troll has a crude club 
(hand weapon) and can also have 
a spear and/or a Troll chain at the 
following cost: 

Spear / pt 

Troll chain 5 pts 

Troll chain. If the Troll wins a 
fight he can use his chain to lash 
out at one enemy as it moves 
back. This is worked out before 
rolling to see if the Troll's attacks 
score wounds. Roll a dice. If the 
score is greater than the target's 
Fight value or is a 6 (whether 
greater or not than the Fight 
value), the Troll has lashed his 
enemy as it moves back. All of the 

Troll's attacks are then worked out "They have ru'O Cave Twlls!'* 


Mordor Troll 

F 

.Mordor Troll 7/5+ 


S 

7 


D 

7 


A 

3 


vv c 

3 3 


Points value: 90 


The Trolls of .Mordor have been bred by Sauron so that 
they can withstand the light of the sun without turning to 
stone like normal Trolls do. 

Even bigger and .stronger than their .subterranean kin. 
these monsters are amongst the most lethal troops of the 
armies of the Dark Lord. 

This is the basic profile for a Mordor Troll of average size 
- being large creatures it is natural that they vary 
somewhat in dimensions. 


Wargear 

Mordor Trolls have some crude form of armour and carry 
brutal bludgeoning weapons (hand weapon). 

Special Rules 

Throw Stones. If a Troll does not move at all, he can declare 
he s \st(x^ping for a stone*, and in the subsequent Shoot phase 
he can throw it, provided that he is not engaged in combat. 
This works exactly like a crossbow with a range of 12728cm 
and a Strength of 8. 



Warg Rider (Ore) 


V^cirgs are f^igantic evil 
wolves - massive and 
dangerous creatures with a 
cunning and carnivorous 
intelligence. A Warg is so 
large and strong that an Ore 
can ride upon the creature 's back much like a horse. The.se 
Warg riders scout far ahetul of the main armies of Ores 
and other evil creature.s, spying out the land and picking 
off stragglers for interrogation or some far worse fate. 


Warg Rider 
Warg 


F 

3/5+ 

()/- 


This is the base profile for an Ore warrior on a Warg. If the 
Ore does not carr>' a bow, miss out the 5+ Shoot value 
when you copy the profile - ie, the Fight characteristic for 
a Warg Rider without a bow would be 3/-. The base profile 
can also change if the warrior carries a shield. 


Forces of Darkness 

Points value: 10 


D A W C 
4 112 

4 0 12 

Wargear 

The base profile for a Warg Rider includes armour - this 
is often just crudely made from scraps of metal or leather. 
Any warrior can be given additional items as showm at the 
following extra cost. 


Sword Free 

Throwing spears I pt 

Ore how / pt 

Shield I pt 

Banner 25 pts* 


maximum one per Hem included in the same force) 

Shield. A Warg Rider that carries a shield adds + 1 to its 
Defence value unless the model also carries a bow, in 
which case it adds nothing. See page 52 for details. 

Banner. See the relevant rules on page 55. 


Wild Man of Dunland (Man) 

F s D 

Wild Man 3/- 3 3 

The Dunlendings are savage tribesmen from the hills to the 
west of Rohan. For years they have envied the Rohirrim 
whose lands are so much more bountiful than the bleak 
uplands of Dunland. Now the Dunlendings have been 
driven to war by the poisoned council of Saruman. In 
company with Ores and Wargs they rampage through 
Rohan, pillaging what they can and de.stroying what they 
cannot, murdering the people of the Westfold and driving 
them towards the refuge of Helm \s Deep. 


Points value: 5 

A W' c 

I 1 3 

Wargear 

The base profile for a Dunlcnding warrior does not include 
any equipment. Any warrior can be given additional items 
as shown below: 

Sword or similar hand weapon, or two-handed axe 
{choose one) Free 


Easterling Warrior (Man) 


Points value: 7 


Easterling 


F S D A W C 
3/- 3 5 1 13 


Mysterious human warriors from the remote lands of the 
East, these are amongst the most well-equipped and 
disciplined twops available to the Dark Lord, whom they 
worship with fanatical loyalty. 

This is the basic profile for an Easterling Warrior. 

Wargear 

The base profile for an Easterling Warrior includes sword 
and heavy armour. Any warrior can be given additional 
items at the following cost: 


Spear I pt 

Shield 1 pt 

Banner 25 pts* 

*( maximum one per Hew included in the same force) 

Shield. An Easterling Warrior which carries a shield adds 
+ 1 to its Defence. Sec page 52 for details. 

Banner. See the relevant rules on page 55. 


Amor 


ARNOR 



Amor now lies in ruins, remembered only in tales and the memories of the very wise. Until the coming of the Witch King 
and the founding of his hateful realm of Angmar. it was once a proud and fair kingdom, able to rival the might of Condor. 
Ali Aai now remains is a scattered people and crumbling ruins that conceal unquiet nightmares of an earlier age 


“Cold he heart and hand and bone, 

and cold be sleep under stone: 

never more to wake on stony bed, 

never, till the Sun fails and the Moon is dead. 

- The Fellowship of The Ring 


"... they seemed like black holes in the deep shade behind them." 



Arnor 







SCENARIOS 


A scenario sets the scene for a battle - it describes the 
circumstances of the encounter, who is involved, and 
what each side is trying to achieve. Most importantly the 
scenario describes what the battlefield Imks like. Most of 
the scenarios also include special game rules that apply 
only for that scenario. Special rules arc not a necessary 
feature of a scenario but they often help to make the game 
a unique challenge. 

SCENARIO FORMAT 

Each scenario is divided into a number of sections namely: 
Description, Participants, Points Match, Layout, Starting 
Positions, Objectives and Special Rules. 

Description de.scribes the incident in The Return of The 
King movie depicted in the scenario. All the scenarios are 
ba.sed upon or inspired by incidents portrayed in the movie 
and can be fought as accurate re-enactments should you 
wish. 

Participants explains which characters look part in the 
incident in the film itself. In most cases, it's impossible to 
be sure exactly how many Ores or Uruk-hai fight on the 
Evil side - there are so very many! - so we've estimated a 
number that gives a balanced game. Where troops have 
wargear options in the Force li.sts these are specified - 
otherwise troops always have their mandatory wargear as 
given in the lists. 

Heroes can take any options given in the list unless 
indicated otherwise in the Special Rules. 

Points Match provides you with a way of playing the 
same scenario with any Evil forces versus any 
Good forces. 

Use the Force Lists to select your own warriors to take 
part in the .scenario by choosing models as described in the 
Points Match .section. All the scenarios can be fought with 
any forces. Note that an equal points match won't 
neces.sarily enable you to play with the actual participants 
- which is why we’ve devised two ways to play each 
scenario - use either the participants or points match for 
your game. 

The Layout section explains how to set up the table for the 
battle using whatever scenery is required. 

Starting Position.s describes where the models are placed 
at the start of the game. 

The Objectives explains what each side has to do to win 
the scenario. Every' .scenario has different objectives and 
requires you to develop an appropriate tactical approach - 
what works in one game may not work in another! 


Special Rules are ju.st that - rules that apply uniquely to 
that scenario. Most scenarios have special rules of one 
kind or another to represent the circumstances of the battle. 

MAKING UP YOUR OWN SCENARIOS 

Once you have played a few of our .scenarios you will 
probably want to make up your own. The events in 
The Lord of The Rings provide plenty of inspiration for 
you to create your own scenarios - and even the same 
incident can be portrayed in different ways in a 
tabletop game. 

When creating your own scenarios, it’s a good idea for the 
player who has invented the .scenario to act as a referee 
whilst other players take part in the game. The referee 
foregoes the chance to play - but he is available to 
adjudicate and interpret the rules as necessary. When you 
make up new rules for a .scenario you’ll often find you 
have to change things a little as you go along the first time 
you play. If playing a scenario that someone has made up 
always be prepared to defer to the referee (even 
the minions of evil aren’t allowed to argue with the 
referee!). 

EXPERIENCED PLAYERS 

As players gain experience we find that they become quite 
adept at using the special abilities of the Good Heroes. As 
there are so many Goexi Heroes, and because they are so 
impressively heroic, this tends to disadvantage the Evil 
side. Although there arc Evil Heroes, their abilities are 
rather more limited or specialised than the Good Heroes* 
abilities. The .scenarios have been designed so that most 
players will find them reasonably well balanced when 
played - but as players become more adept the Evil side 
will find it harder and harder to win. There are two ways 
to make up for this. 

A good way of ensuring balance is to play twice and 
swap sides - .so that each player gets to represent the 
Good side as well as the Evil side. This is rather a good 
thing to do anyway - no one likes to play the bad guy all 
the time! 

Another way of rebalancing the game is to make things 
tougher for the Good guys. Either make the objective 
tougher for the Good side or make the Evil side more 
potent by providing it with additional troops. An 
experienced Gotxi player can take on at least twice the 
number of Evil troops given in the scenarios - there's a 
challenge for you! 



98 










487 1 h 2cm 


Scenario 1 - Skirmish in OsgUiath 

SCENARIO ONE - SKIRMISH IN OSGILIATH 


Description 

This scenario is a minor Ore incursion on the western half of 
Osgiliath, to test the defences in preparation for Sauron’s 
all-out assault across the Anduin river. 

We have arranged the details so that this makes a suitable 
introductory game for new players. If you have never played 
before we would suggest you first make sure you are familiar 
with the basic rules by playing through the encounter Getting 
Started on page 1 74. 

Participants 

On the Good side there are 24 Warriors of Minas Tirith, of which 
8 arc armed with sword & shield. 8 with .spear & shield and 
8 with bow. 

On the Evil side there are 24 Ores, of which 8 are armed with 
hand weapon & shield. 8 with spear, 4 with Ore bow and 4 with 
two-handed w'eap>ons. 

Points Match 

If you want to play this game with other warriors, choose a 
points value of troops for the Good side and then give the Evil 



side a points value equal to three quarters (75%) of the Good 
one (for example, 2(X) Good against 150 Evil). Each side can 
choose warriors up to the total agreed value, but neither side 
can have Heroes and no more than a third (33%) of the 
number of models can carry bows or crossbows. All models 
mu.st be on foot. Don’t worry if you can't spend all the points 
available - a few points short won't make any difference. 

Layout 

In order to repre.sent the ruined city of Osgiliath, place on the 
playing surface all the plastic pieces of scenery included in 
the game box. Feel free to add more ruined walls and other 
debris if you have more in your collection - the more the 
merrier! The river Anduin is assumed to run along one of the 
long table edges, as shown on the map. 

Starting Positions 

The Good player places his models first, eight of them 
(representing sentinels) no further away than I2'728cm from 
the Anduin river and the remaining models no further away 
than 12’728cm from the opposite long table edge 

(representing the 
reinforcements called 
up by the sentinels). 

The Evil models are 
placed once the Good 
models are in position. 
They can be placed no 
further aw'ay than 
24’756cm from the 
river Anduin and more 
than 6714cm away 
from any Good model. 

Objectives 
Both forces are trying 
to eliminate the enemy 
quickly, before more 
reinforcements arrive. 
The first force to 
reduce its enemy to 
half (50%) of its 
original numbers at the 
end of any turn wins 
the game. 

Should both forces be 
reduced to half of 
their original numbers 
at the end of the same 
turn, the result is a 
draw. 

Special Rules 

None. 


Scenario 2 - Rearguard 


SCENARIO TWO - REARGUARD 


Description 

Finally Saiiron sirikes. Innumerable Ores under the command 
of the Black Captain swarm across the Anduin on barges and 
improvised rafts and the defenders, outnumbered hundreds to 
one, are overwhelmed. Soon their officers decide to order the 
retreat and abandon the western side of Osgiliath to the 
Enemy. The only thing that can stop an orderly retreat from 
turning into a complete rout and a massacre is the sacrifice ot 
a few groups of gallant warriors. These heroes prepare to dig 
in and sell their lives dearly in order to keep the enemy busy 
near the river and buy time for the rest of the Men to fall back 
to Minas Tirith. 

Participants 

On the Good side there are 24 Warriors of Minas Tirith. of 
which 8 are armed w ith sword & shield, 8 with spear & shield 
and 8 with bow. 

On the Evil side there are 24 Ores, of which 8 arc armed with 
hand weapon & shield, 8 with spear, 4 with Ore bow and 
4 w'ith two-handed weapons. 

Points Match 

If you want to play this game with other warriors, choose a 
points value of troops for the Goixl side and then give the Evil 

a li 



side a points value equal to three quarters (75%) of the Good 
one (for example 200 Good against 150 Evil). Each side can 
choose warriors up to the total agreed value, but neither side 
can have Heroes and no more than a third (33%) of the 
number of models can carr>' bows or crossbows. All models 
must be on foot. Don't worry if you can’t spend all the points 
available - a few points shon won't make any difference. 

Layout 

In order to represent the ruined city of Osgiliath, place on the 
playing surface all the plastic pieces of scenery included in 
the game box. Feel free to add more ruined walls and debris 
if you have more in your collection - the more the merrier! 

Starting Positions 

The Good player places his models first, no closer than 
6'7l4cm to any table edge. 

The Evil models are not deployed at the start of the game, but 
can move onto the table as per the Special Rules below. 

Objectives 

The Good force is trying to buy time for their reu^ating 
comrades, so you must count the number of turns played until 
all Good models have been removed from the table (have 

been killed or have retreated 
off a table edge). Once this 
happens, compare the number 
of turns with the chart below: 

J2 turns or less - Evil major 
victory. 

U-I8 turns - Evil minor 
victor}'. 

79-24 turns - Good minor 
victory. 

25 or more turns - Good 
major victory. 

Special Rules 

Countless Orcsl In the first 
Evil Move phase, all Evil 
models can move onto the 
table from any point along 
any of the table edges. Every 
turn, after the Evil player has 
fini.shcd moving his models, 
all the Evil models that have 
been killed in the previous 
turn can move onto the table 
from a point along any of the 
table edges. Newly arrived 
models can act normally but 
may not charge. The numbers 
of the Evil forces are so great 
they automatically pass all 
Courage tests they have to 
take. 



Scenario 3 -In the Clutches of Sheloh 

SCENARIO THREE - IN THE CLUTCHES OF SHELOB 


Description 

As a terrified Frodo runs up the path to Cirith Ungol after 
having survived his first encounter with the monstrous 
spider, he does not realise that the creature has come out 
and is after him. At the same time, the brave vSam emerges 
from the dark tunnels, ju.st in lime to see his beloved 
master about to be attacked by the monster. 

Participants 

On the Good side is Frodo and Sam. 

On the Evil side there is Shelob. 

Points Match 

If you want to play this game with other warriors, choose 
around 1(X) points of Good Heroes to fight against Shelob. 
Don’t worry if you can’t spend all the points available - a 
few points short won’t make any difference. 

Layout 

The board should be littered with boulders and areas of 
rcx;ky difficult teiiain. 

Starting Positions 
Shelob is placed in 
base contact with the 
centre of the north or 
south table edge. 

The Good player 
then places a Hero 
(Sam) in base contact 
with the centre of the 
west table edge and a 
second Hero (Frodo) 
in the centre of the 
table. If the Good 
side has a third Hero, 
then it can be placed 
in base contact with 
the centre of the table 
edge opposite to 

Shelob. 

Objectives 
To win, Shelob must 
kill both of the 
Hobbits. Differently 
from the normal 

rules, if she kills the 
Ring bearer, the 

Good side does not 
lose the game, 

because, as we know, 

Frodo is not really 
dead and Sam can 
continue the quest. 


The Hobbits must either kill Shelob or, more likely, cause 
her enough pain to convince her to flee back to her lair (see 
Shelob’s Special Rules). Alternatively, the Good side w'ins 
if the Ring bearer exits the table from the east table edge. 

Special Rules 

Samwise the Brave! Such is Sam’s determination to save 
Frodo or to avenge him if the worst should come to pass, 
that he will automatically pass any Courage test he has to 
take. 

The Phial of Galadriei. Sam carries the glass phial that 
Galadriel gave Frodo as the Fellowship departed from 
Lorien. The pure light of this Elven artefact is the banc of 
all evil and its bearer cau.ses terror in Shelob, as de.scribed 
in the Courage section. 

Not here, not .so close to the Eye! Frodo would not dare 
to put on the Ring so clo.se to the ever-watchful Enemy, so 
in this scenario he cannot u.se it. 


487112cm 



487112cm 


Scenario 4 - The Pride of Condor 

SCENARIO FOUR - THE PRIDE OF CONDOR 


Description 

Under strict orders from his father Denethor, Faramir leads 
the heavy cavalry of Condor in a desperate charge against 
the Ore horde that has occupied Osgiliath. The brave Men 
are met by a rain of black darts, as a sinister figure soars 
high in the East sky. 

Participants 

On the Good side there are Faramir (mounted on a horse) 
and 15 Knights of Minas Tiriih. One Knight can be given 
a banner. 

On the Evil side there is a Ringwraith mounted on a Fell 
Be<ist and 20 Ores armed with Ore bow. One Ore can be 
given a banner. 

Points Match 

If you want to play this game with other warriors, choose 
an equal points value for each side of at least 250 points 
per side. No more than a third (33%) of the models on the 
Good side can carry bows or crossbows. Don’t worry if 
you can’t sp>end all the points available - a few points short 
won’t make any difference. 

Layout 

The Evil side’s table edge represents what’s left of the 
western outskirts of Osgiliath and should therefore have 
some scattered ruined walls and other debris for the Ores 


to entrench them.selves in. The rest of the table is an open 
gra.ssy field with just the odd bush or tree. 

Starting Positions 

The Good player places his models first, no further away 
than 12728cm from his table edge. 

The Evil player then places his Ores, no further away than 
1 2728cm from his table edge. The Ringwraith (or the most 
expensive Evil Hero in a Points Match) is not deployed at 
the beginning of the game. 

Objectives 

The first force to reduce the opposition to a quarter (25%) 
of its original numbers at the end of any turn wins the 
game. 

Should both forces be reduced to a quarter of their 
original numbers at the end of the same turn, the result is 
a draw. 

Special Rules 

Nazgfil! At the end of each Evil side’s Move phase except 
the first, after finishing to move their models, the player 
must roll a D6. If he rolls a 4, 5 or 6, the NazgQl has arrived 
on the field and can move in from the Evil side’s table edge 
(Might cannot be used to influence this dice roll). The 
newly arrived model can act normally but may not charge 
in the turn it arrives. 




18742cm 12728cm 18742cm 


Scenario 5 — The White Rider 


SCENARIO FIVE - THE WHITE RIDER 


Description 

After the disastrous sally attack against the Ores occupying 
Osgiliath, Faramir retreats back towards Minas Tirith. 
Wounded and exhausted, the son of the Steward of Condor 
tries to lead to safety the few of his men that survived the 
onslaught. The Black Captain has other plans though and is 
determined to wipe them out to a man. dispatching some of 
his fellow Ringwraiths to hunt them down. 

The people of Minas Tirith on the walls watch in dismay as 
the winged monsters close in for the kill, but when everything 
seems lost out of the city gates a white figure speeds to help 
the beleaguered knights. Will Gandalf the White and the 
noble Shadowfax reach Faramir and his men in time? 

Participants 

On the Good side is Gandalf the White on Shadowfax, 
Faramir (mounted on a horse) and 4 Knights of Minas Tirith. 

On the Evil side are two Ringwraiths mounted on Fell Beasts. 

Points Match 

If you want to play this with other warriors, choose an equal 
points value of at least 300 points per side. The Evil side can 
take only Heroes and the Good side mu.st take two Heroes and 
can spend the rest of its points on warriors. No more than a 
third (33%) of the models on either side can carry bows or 
crossbows. Don’t worry if you can’t spend all the points 
available - a few points short won’t make any difference. 


Layout 

The game area represents the esplanade in front of the walls 
of Minas Tirith and is therelbre an open grassy field with just 
the odd bush or tree. The first gate of Minas Tirith is at the 
centre of the Good side’s table edge (see map). 

Starting Positions 

First, the Good player places all his models, except Gandalf, 
no further away than 12’V28cm from the Evil side’s table 
edge. Gandalf (or the most expensive Good Hero in a Points 
Match) is placed in ba.se contact with the gate of Minas Tirith. 

The Evil player then places his mtxlels, no further away than 
6714cm from his table edge. 

Objectives 

The Good player wins if both Good Heroes reach safety by 
moving off the table through the gate of Minas Tirith. 

If only one of the Heroes makes it, the result is a draw. 

If both Good Heroes arc killed, the Evil player wins. 

Special Rules 

Captain Faramir is wounded! Faramir (or the cheapest of 
the two Good Heroes in a Points Match) has been wounded 
during his charge against the Ores in Osgiliath, so stans the 
game having already lost a point of Might, Will, Fate and a 
Wound. 




Gandalf 



starts here 



727180cm 



6714cm 







«■ 


t 


21 


Ci 

ft 


1 

0 12738cm 

. I 











103 


Scenario 6 - Minas Tirith 


SCENARIO SIX - MINAS TIRITH 


Description 

After the destruction of the first gate of Minas Tirith, the Ores 
pour into the streets and bitter street fighting erupts among the 
blazing buildings as the defenders try to repel the enemies. In 
the thick of the fray, the leaders of the two forces, the Witch 
King and Gandalf the White, finally meet in a titanic clash. 

Participants 

On the Good side there is Gandalf the White, Pippin (in 
armour), a Captain of Gondor on fool, 8 Guards of the 
Fountain Court and 24 Warriors of Minas Tirith, of which 8 
are armed with sword & shield. 8 with spear & shield and 8 
with bow. Two Good Warriors can be given a banner. 

On the Evil side there is the Witch King mounted on a 
Fell Beast, I Ore Captain, 1 Mordor Troll, 5 Easterlings with 
shields & spear, 5 Easterlings with shields & sword, and 24 
Oa's (of which 8 arc armed with hand weapon & shield. 8 
with spear, 4 with Ore bow' and 4 with two-handed weapons). 
Two Ores can be given a banner. 

For both sides, all models must be on foot, with the exception 
of their most expensive Hero. 

Points Match 

If you w ant to play this game with other warriors, choose an 
equal points value for each side of at least 500 points per side. 
No more than a third (33%) of the models on either side can 
carry bows or crossbows. Don't worry if you can't .spend all 
the points available - a few short won’t make any difference. 


Layout 

This battle lakes place in the streets of Minas Tirith, among 
ruined and burning buildings, the table should be covered in 
as many buildings as possible, with the exception of a wide 
central square (see map). 

Starting Positions 

The Evil player places his models first, no further away than 
12 /28cm from his table edge. The Good player then places 
his models, no further fhati J2”/28cm from his table edge. 
Objectives 

The first force to reduce the opposition to a quarter (25%) of 
its original numbers at the end of any turn wins the game. 
Should both forces be reduced to a quarter of their original 
numbers at the end of the same turn, the result is a draw. 

Special Rules 

Burning buildings. To represent that all the houses and 
palaces in the first ring of the While City arc ablaze or 
seriously damaged. mexJels cannot enter buildings. 

Homs in the distance! When the horns marking the arrival 
of the Riders of Rohan on the fields outside Minas Tirith are 
heard, the Witch King decides to abandon the fight in the 
streets to deal with this new threat. If the Good side is reduced 
to half their starting numbers, the Good player can roll a dice 
at the end of each turn. If a result of 6 is rolled, the Riders 
have arrived and are charging the Ores outside the city, 
forcing the Witch King to abandon the game. Remove his 
model trom the battle (he effectively counts as a casualty). 



727180cm 





Scenario 7 -The Charge of the Rohirrim 

SCENARIO SEVEN - THE CHARGE OF THE ROHIRRIM 


Description 

The sound of the horns announces to the beleaguered 
defenders of Minas Tirith that Rohan has responded to 

meir plea and has come to honour the old alliance with 
Gondor. 


Layout 

This battle takes place on the fields of Pelennor, and is 
therefore a rather featureless grassy field, with just the odd 
tree, bush or short section of dry stone wall. 


As the defenders renew their efforts in the streets of the 
White City, thousands of Rohirrim charge the Ores on the 
field outside, trying to break the siege. 

Participants 

On the Good side there is Eomer, Theoden. Gamling 
Eowyn and Merry (starts as a passenger on Eowyn's 
horse), a Captain of Rohan. 6 mounted Rohan Royal 
Guard armed with throwing .spears and 18 Riders of Rohan 
(of which 6 are armed with throwing spears). Two Riders 
can be given a banner. 

On the Evil side there is 4 Ore Captains. 2 Mordor Trolls 
and 36 Ores, of which 12 are armed with hand weapon & 
shreld. 12 with spear. 6 with Ore bow and 6 with 
two-handed weapons. Three Ores can be given a banner. 
All Evil models are on foot. 

Points Match 

If you want to play this game with other warriors, choose 
an equal points value for each side of at least 5(X) points 
per side. No more than a third (33%) of the models on 
either side can carry bows or crossbows. Don't worry if 
you can’t spend all the points available - a few points short 
won’t make any difference. 


Starting Positions 

The Evil player places his models first, no further than 
l2"/28cm from his table edge. The Good player then 
places his models, no further than l2"/28cm from his edge. 
Objectives 

The Good side must attempt to break through by reaching 
the opposite side of the board, and move off the table with 
as many models as possible, including at least one Hero 
The Evil side must try to slay as many of their enemy as 
possible before they can break through their lines. 

The game is played until the end of the turn in which all of 
the Good force has been destroyetiTias broken through or 
ten turns have been played. At this point, count the 
number of Good models that have broken through 
Remember that models that retreat off the table because of 
a failed Courage test, count as slain. 

If more than half of the Good force (including a Hero) has 
moved off the Evil side’s table edge, the Good side wins 
If less than a third (33%) of the Good force has moved off 
the Evil Side’s table edge, or if all the Good Heroes are 
slam, the Evil side wins. In any other case, it is a draw. 
Special Rules 
None. 
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Scenario 8 - The Fate ofTheoden 


SCENARIO EIGHT - THE FATE OF THEODEN 


Description 

The King of Rohan stands alone after many deeds of great 
valour on the battlefield. With all his bodyguards lying 
dead around him. Theoden prepares to face the Black 
Captain himself. Meanwhile, Eowyn and Merry ride 
desperately to his aid, fearing they are too late to save him. 

Participants 

On the Good side there is Theoden. Eowyn and Merry 
(starts as a passenger on Eowyn’s horse). 

On the Evil side there is the Witch King (must be mounted 
on a Fell Bea.st). 


Layout 

This battle takes place on the fields of Pelennor, and is 
therefore a rather featureless grassy field, with just the odd 
tree, bush or short section of dry stone wall. 

Starting Positions 

The Good player first places Theoden (or his most 
expensive Hero in a Points Match), no further away than 
12"/28cm from the Evil side’s table edge. 

The Evil player places his models, no further away than 
6714cm from his table edge and more than IO"/24cm 
away from the Good Hero. 


Points Match 

It you want to play this game with other warriors, choose 
an equal points value for each side of at least 150 points 
per side. All points must be spent on Heroes. Don’t worry 
if you can’t spend all the points available - a few points 
short won’t make any difference. 
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The Good player finally places the rest of his models, no 
further away than 6"/ 1 4cm from his own table edge. 

Objectives 

The first force to completely wipe out the opposition wins 
the game. If twenty turns are played without achieving the 
above condition, the Good side wins. 


a 




6714cm 


Evil side *s deployment area 



^ Special Rules 

The King is 
attacked! Eowyn 
and Merry are so 
devoted to King 
Theoden that they 
would gladly give 
their lives for him. 
As a result of this, 
they automatically 
pass any Courage 
test they have to 
take during this 
game. In a Points 
Match, this applies 
to all Good Heroes 
except the most 
expensive one. 
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Scenario 9 - The Artny of the Dead 


SCENARIO NINE - THE ARMY OF THE DEAD 


Description 

The arrival on the Anduin of the black-sailed ships of the 
Corsairs of Umbar seems to spell doom for Minas Tirilh. 
Great is the surprise of the servants of the Enemy when 
instead of their allies from Umbar, an army of the living 
dead pours from the ships and attacks them, led by both 
their ghostly king and by the Heir of Isildur wielding the 
newly re-forged Anduril, Ramc of the West. 

Participants 

On the Good side there is Aragom (he cannot wear heavy 
armour... yet!), Legolas, Gimli, the King of the Dead and 
15 Warriors of the Dead. 

On the Evil side there are 2 Ore Captains, 2 Mordor Trolls 
and 36 Ores, of which 1 2 arc armed with hand weapon & 
shield, 12 with spear, 6 with Ore bow and 6 with 
two-handed weapons. Two Ores can be given a banner. 

All models on both sides are on foot. 

Points Match 

If you want to play this game with other warriors, choose 
an equal points value of at least 500 points per side. No 
more than a third (33%) of the models on either side can 
carry bows or crossbows. Don’t worry if you can’t spend 
all the points - a few short won’t make any difference. 

Layout 

This battle takes place on the fields of Pelennor, and is 
therefore a rather featureless grassy field, with just the odd 


tree, bush or short section of dry stone wall. The river 
Anduin lies behind the Good side’s deployment area. 

Starting Positions 

The Evil player places his models, no further away than 
12'728cm from his table edge. The Good player then 
places his models, no further away than 12728cm from his 
own table edge. 

Objectives 

The Good side must attempt to break through by reaching 
the opposite side of the board, and move off the table with 
as many models as possible, including Aragom (or the 
mo.st expensive Good Hero in the case of a Points Match). 
The Evil side must try to slay as many of its enemy as 
pos.sible before they can break through their lines. 

The game is played until the end of the turn in which all of 
the Good force has been destroyed/has broken through. At 
this point, count the number of Good models that have 
broken through. Remember that models that retreat off the 
table because of a failed Courage test, count as slain. 

If more than half of the Good force (including Aragom) 
has moved off the Evil side’s table edge, the Good side 
wins. If less than a third (33%) of the Good force has 
moved off the Evil side’s table edge, or if Aragom is slain, 
the Evil side wins. In any other case, the game is a draw. 

Special Rules 

None. 



Scenario 10 - The Saule of Pelennor Fields 


SCENARIO TEN - THE BATTLE 
OF THE PELENNOR FIELDS 


Description 

The attack of the army of the Dead has tiited the balance 
of the battle in favour of the Free Peoples, and the Ores 
have been caught between the Riders of Rohan, the Dead 
led by the returned King and the sallying defenders under 
Gandalf. But alas, the army of the Enemy is vast and it has 
not been defeated yet. much bitter fighting will still be 
needed to decide the day. Will the armies of Sauron rally 
and eventually make their numeric superiority count, or 
will the counter-attack of the forces of Good break their 
spirit and destroy them? 

Participants 

On the Good side there is Aragom, Legolas and Gimli (all 
three are on foot), the King of the Dead, Eomer, Gamling, 
Gandalf the White. Pippin. 9 Warriors of the Dead. 
12 Riders of Rohan (four of which are armed with 
throwing spears). 4 mounted Rohan Royal Guard armed 
with throwing spears. 24 Warriors of Minas Tirith (of 
which 8 are armed with sword & shield. 8 with spear & 
shield and 8 with bow). One Rider of Rohan and two 
Warriors of Minas Tirith can be given a banner. 


On the Evil side there are 2 Ringwraiths mounted on Fell 
Bea.sts, 2 Ore Captains on foot, I Easterling Captain. 
2 Mordor Trolls, 5 Easterling Warriors armed with .shield 
& sword. 10 Easterling Warriors armed with shield & 
spear, and 36 Ores (of which 12 are armed with hand 
weapon & shield. 12 with spear, 6 with Ore bow and 
6 with two-handed weapons). One Easterling and two Ores 
can be given a banner. 

Points Match 

If you want to play this game with other warriors, choo.se 
an equal points value for each side of at least 500 points 
per side. No more than a third (33%) of the models on 
either side can carry bows or crossbows. Don’t worry if 
you can t spend all the points available — a few points short 
won’t make any difference. 

Layout 

This battle takes place on the fields of Pelennor, and is 
therefore a rather featureless grassy field, with just the odd 
U’ee, bush or short .section of dry stone wall. 
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Scenario 10- The Battle of Peletmor Fields 



**Down from fhe either .side of (he Morantum poured Ores innumerable." 


Starting Positions 

The Good player places his models first as shown on the 
map. One group (Rohan) includes Eomer, Gamling, the 
Riders of Rohan and the Royal Guards. The second group 
(the Dead) includes the King of the Dead, the Warriors of 
the Dead, Aragom, Legolas and Gimli. The third group 
includes all remaining Good models. 

The Evil player then places his models as showm on the 
map. 

Objectives 

The first force to reduce the opposition to a quarter (25%) 
of its original numbers at the end of any turn wins the 
game. 

Should both forces be reduced to a quarter of the original 
numbers at the end of the same turn, the result is a draw. 

In addition, if Aragorn is slain, the Evil side wins. 

Special Rules 

I.inking scenarios together. Players may agree not to u.se 
the Heroes listed in the Participants section of this scenario 


and instead play it as a final showdown, pitching all named 
Heroes that have been u.sed in the scenarios leading to The 
Battle of Pelennor Fields (as listed below). Players will 
need to play these scenarios first and then use the Heroes 
that have survived in the previous scenarios as participants 
in The Battle of Pelennor Fields. Such Heroes will begin 
the battle exactly as they had finished the previous game 
(ie. Might, Will, Fate and Wounds lost are not restored), 
with the exception that they can always replace any steed 
they had in a previous scenario if it was killed. 

These Heroes and Scenarios are: 

Faramir and a Ringwraith from Scenario 4. 

Gandalf the White, Pippin and the Witch King from 
Scenario 6. 

Theoden, Eomer, Gamling, Eowyn and Merr\' from 
Scenario 7. 

Aragorn, Legolas, Gimli and the King of the Dead from 
Scenario 9. 

Note that the Warriors listed in the Participants of this 
.scenario do not change, only the Heroes will be different. 


Scenario II - The Tower of Cirith Ungol 

SCENARIO ELEVEN - THE TOWER OF CIRITH UNGOL 


Description 

The situation of the Hobbits is desperate. Frodo has barely 
recovered from Shelob’s poison and is now held prisoner 
by Ores and Uruk-hai in the sinister watch tower of Cirith 
Ungol. Sam has just realised his dear master is still alive, 
and is determined to try to rescue Frodo, come what may! 
Hope is suddenly rekindled in the brave Hobbit when he 
realises that the Ores from Morgul, commanded by 
Gorbag. have attacked Shagrat’s garri.son of Uruk-hai in an 
attempt to steal the precious Mithril coat. The confusion of 
the fight offers to the new Ring bearer an occasion to get 
to Frodo and save him. but will he make it in time? 


On the Evil side there is Gorbag and 24 Ores (of which 
8 are armed with hand weapon & shield, 8 with spear. 
4 with Ore bow and 4 with two-handed weapons). 

Points Match 

If you want to play this game with other warriors, choose 
an equal points value for each side of at least 2(X) point.s 
per side. No more than a third (33%) of the models on 
either side can carry bows or crossbows. Don’t worry if 
you can’t spend all the points available - a few points shon 
won’t make any difference. The Good side must spend at 
least half of his points on models from the Evil forces. 


Participants 

On the Good side there is Frodo. Sam, Shagrat and 
15 Mordor Uruk-hai (of which 10 are armed with sword & 
shield and 5 with two-handed weapons). 

Shagrat and his Uruk-hai are on the Good side for this 
game because they have orders from Barad-dfir to keep the 
pri.soner (Frodo) alive and must therefore protect him from 
the Ores. 


Layout 

This battle takes place in the courtyard of Cirith Ungol. see 
map for details. 
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Scenario 1 1 - The Tower of Cirith Ungol 



Sam hides from the desperate searching of the Uruk-hai 


Starting Positions 

The Good player places his models first, as shown on the 
map. 

The Evil player then places his models, as shown on the 
map. 

Objectives 

If an Evil model takes Frodo’s Mithril coat and leaves the 
table by moving off through the gate, or if both Hobbits are 
slain, the Evil side wins. 

If both Sam and Frodo leave the table by moving off 
through the gate, the Good side wins. 

When one side achieves its objective, the game ends 
instantly and that side wins. 

Special Rules 

The Mithril Coat. Shagrat is carrying the coat at the start 
of the game. To take the coat from a model, it must be 
killed in close combat. If this happens, any of the mtxlels 


that fought it that turn can be given the coat. Note that the 
coat cannot be worn by anyone during this scenario. If the 
model carrying the coat is killed by missile fire, place a 
marker to indicate where the Mithril coat is. Models can 
pick it up by moving into contact with the marker. 

Sanmise the Brave! Frodo starts the game in very poor 
condition after his encounter with Shelob and his captivity 
in Cirith Ungol. He has no wargear whatsoever (counts as 
armed with a knife) and no points of Might, Will and Fate 
left. Sam on the other hand has the Ring, Sting and the 
Phial of Galadriel. Such is the Hobbits’ determination, that 
they will always pass any Courage test they have to take. 

The Phial of Galadriel. Sam carries the gla.ss phial that 
Galadriel gave Frodo as the Fellowship departed from 
Lorien. The pure light of this Elven artefact is the bane of 
all evil and its bearer causes terror in all Evil models, as 
described in the Courage section (note that this only 
applies to Ores in this scenario). 


12728cm 


Scenario 12 - The Black Gate Opens 

SCENARIO TWELVE - THE BLACK GATE OPENS 


Description 

The Captains of the West have decided that the best course 
of action is to distract the Eye of Sauron from the 
Ring bearer by putting more pressure on the Dark Lord. 
For this reason they lead a group of volunteers to the very 
doors of Mordor, challenging Sauron to come forward. 
This desperate sacrifice could buy the Ring bearer just 
enough time to complete his quest, but there is another one 
that hunts the Ring... 

Participants 

On the Good side there is Aragom, Gandalf the White, 
Legolas, Gimli, Eomer, Gamling, Pippin, Merry, 
12 Riders of Rohan (four of which are armed with 
throwing spears), 4 Rohan Royal Guards (two of which are 
armed with throwing spears), 4 Knights of Minas Tirith, 
12 Warriors of Minas Tirith (of which 4 are armed with 
sword & shield, 4 with spear & shield and 4 w'ith bow). 
One Rider of Rohan and one Warrior of Minas Tirith can 
be given a banner. 


You will also need Sam and Frodo. Frodo has no wargear 
except for the Ring (he counts as armed with a dagger) and 
Sam has no wargear except for Sting. 

On the Evil side there is the Mouth of Sauron 
2 Ringwraiihs mounted on Fell Beasts, 1 Troll Chieftain 
1 Ore Captain on foot, 1 Easterling Captain, 1 Mordor 
Troll, 12 Easterling Warriors arnied with shield <& spear 
and 36 Ores (of which 12 are armed with hand weapon ^ 
shield, 12 with spear, 6 with Ore bow and 6 with 
two-handed weapons). One Easterling and two Ores can be 
given a banner. 

You will also need Gollum. 

Points Match 

If you want to play this game with other warriors, choose 
an equal points value for each side of at least 500 points 
per side. No more than a third (33%) of the models on 
either side can carry bows or crossbows. Don’t worr> if 
you can’t spend all the points available - a few points short 
won’t make any difference. 
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Scenario 12 - The Black Gate Opens 



Layout 

This battle takes place on a 4’x4' board, representing the 
esplanade in front of the Black Gale of Mordor. You will 
also need a small I’x T surface, representing the Chambers 
of Fire within Mount Doom. See map for details. 

Starting Positions 

The Good player places his models first, within 12728cm 
of his edge of the table. 

Sam and Frodo are not deployed. 

The Evil player then places his models within 12728cm of 
his edge of the table. 

Gollum is placed within 378cm of the Crack of Diwm on 
the smaller gaming area (see map opposite). 

Objectives 

The Evil side wins if Gollum captures the Ring. The Good 
side wins if Frixlo moves to the very edge of the Crack of 
Dcx)m (the Ring is then cast into the fire and destroyed). 

If all Good Heroes fighting in front of the Black Gale are 
slain, the Good side cannot win - even if the Ring is 
destroyed, the game counts as a draw. 

Special Rules 

I'he End of a Long Journey. Both Sam and Frodo start 
the game in very poor conditions after their nightmarish 
march through Gorgoroth. They have limited wargear (see 
Participants) and no points of Might, Will and Fate left. 
Frodo cannot u.se the Ring so close to the power of its 


maker. Such is the Hobbits’ grim determination in this 
direst of circumstances that they will always pass any 
Courage test they have to take. 

Initially, they are placed next to the main gaming area, in 
ba.se contact with the Gcxxi side’s table edge (see map). To 
represent the la.si part of their journey, the ascent of Mount 
D(X)m, they have to follow the dotted line marked on the 
map as Hobbits’ Path. Every turn, during the Good side’s 
Move phase, they can move normally along this path as 
they make their way up the barren mountainside. 

The two Hobbits have obviously nothing to do with the 
battle taking place in front of the Black Gate and their 
a.sceni is es.sentially used as a turn track for the scenario. 

Stinker. Gollum is laying in wail for the w'eary Hobbits 
and cannot move until the turn following the one when the 
Hobbits enter the Chambers of Fire. 

Gollum’s evil personality is now dominant and as a result 
of that his special rules do not apply and he is controlled 
by the Evil player normally, Just like any other Evil model. 

The Final Battle. The army of the Dark Lord pouring out 
of the Black Gate is immense. To represent this, when an 
Evil model is slain it will come back in the following turn 
by moving onto the table through the Black Gate. This 
does not apply to the Mouth of Sauron and the 
Ringwrailhs. 

In addition, both sides do not need to take Courage tests if 
their force is reduced to half its initial numbers - this is a 
fight to the death! 
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The Last Alliance 


THE LAST ALLIANCE 

Al ihe end of the Second Age. Sauron’s might was so great that no nation could stand before it. Against this power the Free 
Peoples of Middle-eanh stood united. At the head of this great alliance strode the High Kings of both Elves and Men. Gil-galad 
and Elendil. Bound by friendship and common cause, they faced the armies of Sauron, sacrificing themselves to defeat him. 


‘Wever again shall there be any such league of Elves 
and Men: for Men multiply and the Firstborn decrease, 
and the two kindreds are estranged,*' 

- The Fellowship of The Ring 



The Ores are trapped het\% een the onslaught of Elves and Men. 




Led hy Elrond, the Elves stand firm in the face of the Ore assault. 
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The 1ms ! Alliance 




IsiUlur takes up his father’s sword and the destiny of the free world is changed. 
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THE WAR 
OF THE RING 

This section of the hook contains rules and scenarios that will allow you 
to recreate a few of the innumerable battles that took place in other parts 
of Middle -earth at the same time as the events narrated in The Return of 
The King. 



"Now is a time of war and strife, not in the land of Ck)ndor alone, but In every corner 
of the West. Saunon's power has grown, his confidence fed by the unbridled might that 
is his to command, his brooding malice once more given free reign. The Black Gates of 
the Land of Shadow have opened, issuing forth Trolls, Ores, Southrons, and Easterlings, 
the hosts of Moixior in all her dark glory. From Lindon to the Iron Hills the earth 
shakes beneath the marching feet of this endless swell of troops, the soldiery of the 
Eye. Inexorably, through a process as deliberate as it is destructive, are the bastions of 
the Free Peoples brought unto siege. 

In Mirkwood,ThrandulI finds his borders become embroiled in war once more, and his 
people hard pressed against the foul creatures that seek to lay low their sylvan realm. 
Far to the north, in Erebor and In Dale, It Is only through the combined strength of 
Men and Dwarves fighting as one that Sauron's hand is denied. The Dark Lord is 
doubtless enraged by their continued resistance yet still they stand firm, a defiance that 
causes the forces of the Eye to break upon the Lonely Mountain like a dark forbidding 
sea. To the west, Ores prowl all along the borders of Lorien and Fangorn, seeking to 
humble the two woodland realms of old, for Saiiron hates and fears the power 
concealed by the trees. Yet even now his own might is not suffldent to swiftly overcome 
the opposition In these places. Once more he is halted by the will of they that have 
opposed him through all the long years of his power. 

Each of these battles has a part to play in these, the closing days of the Third Age. For 
though it is true that this conflia will ultimately be decided as a result of a more subtle 
gambit than war, the smaller battles that are fought across the face of the world are all 
but unimportant. For even should Sauron fall, even should he be brought so low that 
he cannot rise once more. If all that is good and great in the world Is crushed in his 
death throes, then this will be a hollow victory indeed." 


"Now why did we not wish for some of our own kinsfolk, Legolas?" 

I do not think any would come. They have no need to ride to war; war already 
marches on their own lands." 

Gimll to Legolas,The Return of The King 


Key to Battles 

1. The plains of the Anduin and the crossings of the Canock are all but overrun by 
Goblins. 

2. Esgaroth and Erebor are embattled by Goblins from the Grey Mountains and the 
armies of Mordor. 

3. Sauron's forces move west from the Sea of Rhun and invade Thrandull's Halls and 
eastern communities of Men. 

4. The forces of Dol Guldur and Moria assault Lorien three times. Broken by 
their losses In the third attack, the Ores flee Into the Wold. 

5. Goblins and Trolls sweep out of the Misty Mountains. Reinforced with fell 
creatures from Angmar, they lay siege to Rivendell. 

6 . With the Rangers no longer present, the denizens of Angmar terrorise Bree 
and the local villages. 

7. Ores fleeing the abortive attacks on Lorien are crushed by Treebeaid and a 
host of Ents. Many of the surviving Ores drown in their desparaiion to 
cross the river. 

8. Reinforced by the survivors of Saruman's forces, Sauron's army pillages Rohan, 
but docs little damage to the population which has taken refuge In strongholds. 




The War of the Ring 










GOOD HEROES 



Galadriel (High Elf) 


(raladnel 


F 

6 /. 


S 

3 


Galadriel is a great sorceress, both mighn 
and terrifying. Wise beyond mortal 
measure, her powers ore held in by 
lesser folk and her domain is closed to 
them. By the magics she wields through Ncnya - the Mithril ring 
of adamant - Lothlorien is kept safe from the ravages of time and 
the assaults of the forces of evil. So mindful is .she of the threats 


to her realm that it is only due to their e.xceptional circumstance 
that the Fellowship are permitted to enter Unhlorien. 


Wargear 

When neccssar>', Galadriel wields a dagger. At an additional cost 
she may be given her mirror, an enchanted item of great power. 


Mirror of Galadriel 25 pts 

Mirror of (valadriel. The visions the mirror shows change with 
each person, but are alw'ays relevant and heavy with much 
portent. Tlie minx>r is deployed within 6” of her at the start of the 
game - it may not subsequently be moved. Once per turn, one 
Good Hero w'ithin 6'7l4cm of the mirror may recover their Fate 
to its starting value. A Hero may not use the mirror to increase 
their Fate beyond its .starting level. 

Special Rule 

IJneagc of the Firstborn. Galadriel is descended from the 
mightiest of Elvenkind, her power almost beyond reckoning. 
Galadriel may expend a single point of Will each turn without 
depleting her own store. In addition, her aura of power is so great 
that her appearance induces terror in all Evil creatures. 


Points value: 120 


D A W c 
3 13 7 


Might: 3 
Will: 6+1 per turn 
Fate: 3 


Magical Powers 

Effortlessly Immobilise. Range 12”/28cm. Dice score to use: 
2+. The victim can do nothing further that turn. In combat his 
Fight value counts as 1 and he rolls one dice regardless of how 
many Attacks he normally has. If he wins a combat he will not 
strike. The victim can still use Might. Will and Fate but cannot 
make heroic actions. The effect lasts for the remainder of that 
turn. 


C ommand. Range 12’728cm. Dice score to use 4+. The victim 
can do nothing further that turn as described for immobilise, 
except that the Good player can move it up to half a move as .soon 
as the power takes effect, even into ba.se contact with an enemy. 
The player can do this even if the model has already moved this 
turn. The model cannot be moved out of a combat if it is already 
engaged. Tlie model cannot be forced to peiibrm any actions that 
would cause direct harm to it (such as jumping down a cliff...). 

Blinding Aura. Dice score to use: 2-f. This power enables 
Galadriel to reveal a portion of her power as a corona of white 
light. In darkness, this illuminates an area 12728cm around her 
and anyone w'ithin this area can be seen as if it were daylight. 
Once cast, this power lasts for the rest of the game so long as 
Galadriel has at least 1 point of Will remaining. If Galadriel’s 
Will drops to 0 the aura fades away. Because of the brightness of 
the aura, any enemy that arc shooting at Galadriel or at a target 
within 6714cm of Galadriel will require a roll of 6 to score a hit. 



Celeborn (High Elf) 

F s 

Ccleborn 6/- 4 

Celeborn is one of eldest of the Elves of 
Middle-earth, wise and powerful almost 
beyond comparison. His advice has often 
proved crucial in the councils of the Wise 
.since the Last Alliance of Men and Elves. 


Wargear 

Celeborn carries a finely crafted dagger. He may also have the 
following: 

Ehen Blade 5 pj^ 

Heavy Armour jo pts 

.Shield 5 

Special Rule 

Lineage of the Firstborn. Celeborn is descended from the 
mightiest of Elvenkind. to the first kings of the Elves. He may 
expend a single point ot Will each turn without depleting his own 
store. Also, his aura of pow'er is so great that his appearance 
causes terror in all Evil creatures. 


Points value: 100 


D A W C Might: 3 

4 13 7 Will: 3+1 per turn 

Fate: 3 


Magical Powers 

Immobilise. Range 12'728cm. Dice score to use: 3+. The victim 
can do nothing further that turn. In combat his Fight value counts 
as 1 and he rolls one dice regardless of how many Attacks he 
normally has. If he wins a combat he will not strike. The victim 
can still use Might. Will and Fate but cannot make heroic actions. 
The effect lasts for the remainder of that turn. 


Aura of Command. Dice score to use: 2-f. This power enables 
Celeborn to reveal a portion of his power, steadying the resolve 
of the forces around him. While this spell is in effect, all Good 
models within 6714cm of Celeborn will automatically pass any 
Courage tests they are compelled to take. Once cast, this power 
lasts for the remainder of the game so long as Celeborn has at 
least one point of Will remaining. If Celebom’s Will drops to 
zero, the aura fades away. 



Radagast the Brown (Wizard) 


Radagast 


F 

5/- 


S 

4 


Horse 


D 

4 


A 

0 


w 

I 


c 

3 


Special Rules 


D 

5 


A 

1 


W 

3 


C 

7 


The War of the Ring 

Points value: 150 

Might: 3 
Will: 6+1 
Fate: 3 


Uving on the borders of Mirkwood, 
Radagast is a member of the Order of 
Wizards to which both Gandalf and 
Saruman belong. Less given to displays 
of power than his fellows, Radagast is a master of hues and 
shapes and his skill with the birds and beasts of Middle-earth is 
without equal. Although Saruman derides Radagast "s abilities 
and has never held him in anything other than contempt, 
Radagast is a dedicated member of the White Council and 
Gandalf considers him a valuable ally. 

Wargear 

Radagast carries his staff and a sword (hand weapon). He can use 
either to fight with - his staff is a two-handed weapon. At an 
additional cost Radagast may ride a horse. 

Horse Jo pts 

Horse. Rules for horses and riders are given in the main rules 
section. 


is used to travelling through all manner of terrain. To represent 
this, whilst on foot he may move through areas of difficult terrain 
without penalty and always counts as wearing an Elven cloak. 

Magical Powers 

Terrifying .Aura. Dice score to use: 2+. This power enables 
Radagast to assume a terrifying aura. Once this power has been 
successfully cast, Radagast counts as terrifying to all Evil 
creatures so long as he has at least 1 point of Will remaining. 

In addition, due to Radagast\s mastery of beasts, mounted models 
must always pass two Courage tests to charge Radagast; one with 
the mount and one with the rider (with their respective Courage 
value). If Radagast's Will drops to zero, the terrifying aura is 
extinguished. See the Courage section of The Two Towers rules 
manual for more about terror 

Immobilise. Range 12'728cm. Dice score to use: 3+. The victim 
can do nothing further that turn. In combat his Fight value counts 
as 1 and he rolls one dice regardless of how many Attacks he 
normally has. If he wins a combat he will not strike. The victim 
can still use Might, Will, and Fate but cannot make any Heroic 
actions. The efl’ect lasts for the remainder of that turn. 


Staff of Power. Radagast's staff is not only a .symbol of his 
authority but a potent talisman. To repre.scni his staff’s power, he 
can expend I point of Will each turn without reducing his own 
Will store. 

Gwaihir. If Radagast is included in the army you may al.so 
include Gwaihir at the points co.st indicated. This is an exception 
to the usual rule that Gwaihir may not be included in any force 
that does not also include Gandalf. 

Master of Birds. Radagast is frequently accompanied by a raven 
that acts as his eyes and ears. To represent the raven scouting the 
battlefield on his behalf. Radagast is always assumed to have line 
of sight to any point on the battlefield. 

One with Nature. Radagast has a strong connection with nature 
and through his skills is able to blend with his surroundings and 


Renew. Range 12728cm. Dice .scone to use: 3+. Radagast can 
use this spell to restore one Wound to one friendly model. 

Panic Steed. Range 12’728cm. Dice score to use: 2+. This power 
may only be directed against a mounted model. The target is 
immediately thrown as the steed rears and throw's him from the 
saddle. Remove the steed from play and roll on the Thrown Rider 
chart to determine the effect of the fall. 

Aura of Dismay. Dice score to use: 5+. Radagast ca.sts an 
intricate web of deception that cau.ses his foes to see that which 
they most fear in place of their enemies. This power can only be 
cast at the end of Radagast ’s move. If successfully cast, any 
friendly models that end their move w'ithin 6714cm of Radagast 
(including Radaga.st himselO count as causing terror for the 
remainder of that Move phase. 



King of Men 


King of .Men 


F 

5/4+ 


S 

4 


D 

4 


A 

2 


W 

2 


C 

5 


Points value: 55 

Might: 2 
Will: 2 
hate: 1 


There are many Kings of Men, some 
ruling great nations .such as Rohan or 
Gondor. Other Kings rule smaller 
realms, such as that of Dale. We have 
included this option should you wish to include Kings of Men in 
your force. 


Wargear 

Kings of Men carry swords. At additional cost they may be given 
the following equipment: 


Armour 


5 pts 

Heavy armour 


10 pts 

Shield 


5 pts 

Throwing spear 


5 pts 

Horse 


JO pts 

le 
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Da in Iron foot. King of Erebor (Dwarf) 


Dain Ironfoot 


F 

5/4+ 


S 

4 


D 

9 


A 

3 


W 

3 


C 

7 


Points value: 125 

Might: 3 
Will: 3 
Fate: 2 


Dain Ironfoot is the King of 
Durin *s folk and holds court 
beneath the Lonely Mountain in 
Erebor. Though stricken in years, Dain is a mighty king 
descended in direct line from Durin.. the sire of his race. He 
has fought many battles across the face of Middle-earth, 
and grow n wise in the arts of leadership and battle. As a 
result, Dain commands incredible loyalty from his 
followers .so much .so that they' will never surrender while 
he lives. 


Dain is slill alive and on the table, all Dwarves will 
automatically pass any Courage tests that they are required 
to make. 

Old. At the time of the War of the Ring, Dain is more than 
250 years old, and is not as agile as he once was. To 
represent this, whenever Dain has to make a Jump or 
Climb test the Good player rolls two dice and must choo.se 
the lowest. This roll can be influenced by Might in the 
usual way. 


Wargear 

Dain wears Mithril armour and carries the great axe 
Barazantathul, both heirlooms of his family. 

Special Rules 

Voice of C:«»mmand. The Dwarves hold Dain in supreme 
regard, and will do his bidding without question. While 


Barazantathul. Although not innately magical, this 
two-handed axe is of great craftsmanship and posses.sed of 
exceptional balance. When Dain fights with this axe, he 
adds +1 to his dice roll on the Wound chart, as normal with 
two-handed weapons, but he does not suffer the usual 
-1 penalty to the dice for deciding which side wins the 
fight. 


Dwarf King 

F s 

Dwarf King 6/4+ 4 

Dwarf Kings rule the realms of the 
Dwarves across Middle-earth, from Ered Lain to beyond 
the Iron Hills. Gruff and uncompromising, they are firm 
allies to their friends and death to their foes. We have 
included this option should you wish to include Dwarf 
Kings in your force. 



Points value: 75 


D A W C 

8 2 2 6 


Might: 2 
Will: 2 
Fate: 1 


Wargear 

Dwarf Kings carr>' hand axes (hand weapon.s) and wear Dwarf 
heavy armour. At an additional cost they may have the following: 
Two-handed axe 5 pts 

Throwing axes 5 pts 


Dwarf Captains 

F s 

Dwarf Captain 5/4+ 4 

We have included the option to have one or more Dw arf Captains 
a.s part of your force - note that you can include more than one 
if you wish. You can use this profile for famous hemes such as Din 
and Ori. Other Dw ar\>es that are named in the fragments of the 
hook of Mazarhul. such as Floi, Frdr, Loni and Ndli, can be 
represented by this profile, as well as all the leaders amongst the 
Dwan es who go unnamed in the story of The Umi of The Rings, 

Wargear 

Dwarf Captains have Dwarf armour and axes (hand weapon). 




Points value: 60 

DAW 

c 


Might: 2 

7 2 2 

5 


Will: 1 




Fate: 1 

At an additional cost they may have the following: 


Two-handed axe 



5 pis 

Shield 



5 pts 

Throwing axes 



5 pts 


Shield. A Dwarf Captain who carries a shield adds +1 to his 
Defence value and can u.se the ‘shielding* rule in u fight. 

Two-handed axe. A Dwarf Captain w'ho carries a two-handed 
axe cannot also carry a shield. He can use either his ordinary' axe 
or his two-handed axe. though not both in the same Fight phase. 


The War of the Ring 



GOOD WARRIORS 

Dwarf Warrior 


F s 

Dwarf Warrior 4/4+ 3 


D A VV C 
6 114 


Points value: 8 


The sharp axes of the Dwary^es and their stubborn courage are 
rightly feared among the ser\ ants of Evil. 

Above is the base profile for a Dwarf Warrior. If the warrior does 
not carry a how then mi.ss out the 4+ value when you copy out the 
profile - ie, the Fight characteristic for a warrior without a bow 
would be 4A. The base profile might also change if the warrior 
carries a shield as noted below. 

Wargear 

Phc base profile for a Dwarf warrior includes Dwarf armour. 
He can be given additional items at the following cost: 


Axe or two-handed axe (choose one) Free 

Dwarf Bow j pf 

Shield / pf 

Banner 30 pts* 


’^(max. one per Hero included in the same force I 


Two-handed axe. A Dwarf Warrior who carries a two-handed 
axe cannot also carr>' a bow or shield - he needs both hands to 
wield his weapon. 

Dwarf Bow. Dwarf bow s are pow'crtui shortlx)ws of exceptional 
craftmanship. They have a Strength of 3 and u Range of 
18742cm. 

Shield. A Dwarf Warrior model which carries a shield adds + 1 to 
its Delence value unless the model al.so carries a bow. in which 
case it adds nothing. Models that are primarily bow-aimed don't 
increase their Defence value if they carry shields, as they need 
their hands free to use or carry their bow. They can still use the 
‘shielding* rule in a fight though, so there is some benefit to 
carry' ing both a shield and a bow. 

Banner. See the relevant rules on page 55. 



Khazad Guard 


F s 

Khazad Guard 4/- 4 


The veterans of the Khazad Guard, hand- 
picked from among the strongest Dwarf 
warriors, are sworn to defend their Lord 
with their lives. They wear terrifying war-masks and are 


equipped with the best weapons and armour. 


Wargear 

The Khazad Guards wear Dwarf heavy armour and carry axes 
(hand w'eapons) and tw'ivhanded axes. They can use either their 
ordinary axe or their twxvhanded axe - though not both in the 
same Fight phase. 


Points value: 11 


D A w c 
7 114 


Special Rules 

Bodyguard. At the beginning of the game, choose one Dwarf 
Hero among those in your force for the Khazad Guard to protect. 
As long as this Hero is on the table, all Khazad Guard models 
automatically pass all Courage tests they have to take. If the Hero 
is killed or leaves the table, the Khazad Guard revert to the 
nonnal rules for Courage, 



SCENARIO ONE - THE LONG NIGHT 


DESCRIPTION 

There are many villages around the lake town of Esgaroih 
and the Dwarves of Erebor have a strong friendship with 
them. Many Dwarven traders, heavily guarded against 
attack, travel back and forth between the villages and the 
Lonely Mountain, and it is one such trade caravan that is 
pre.sent in a small human village when a force of .Sauron's 
Uruk-hai attack! It is deep in the night and with the Ores 
roaming across the land there is little chance of receiving 
aid from another village until it is light. Faced with a 
common foe. the Dwarses choose to stand beside their 
allies. As the women and children barricade themselves 
within the houses, the Men and Dwarves stand side by 
-side, with spear and axe ready to meet the attacking 
Uruk-hai. Their only hope is to hold the village until 
sunrise, the soonest that help can arrive. 

Participants 

The Good side consists of I Dwarf Captain, 2 Khazad Guard. 
4 Dwarves with shields, 6 Dwarses with Dwarf bows. 


2 Captains of .Men on foot. 4 Men of Rhovanion (use Men of 
Rohan) with shields, 4 .Men of Rhovanion with throwing 
spears & shield, and 4 Men of Rhovanion with bows. 

The Evil side has I Uruk-hai Captain, 10 Uruk-hai with 
shields, and 5 Uruk-hai with Ore bows. 

POINTS MATCH 

It you want to fight this battle with alternative forces, 
choose at lea.st 250 points for the Good side and 2(H) points 
for the Evil side. No more than a third (3.1%) of the Evil 
force may be armed with bows or crossbows. 

LAYOUT 

The scenario is played on a board 487112cm by 
4871 12cm. The village covers most of the board, with the 
perimeter dotted with trees and rocky outcrops. In the 
centre ol the village there should be an open area about 
6"/14cm square with barricades placed around it (sec 
map). Ideally, the village should be fortified (the 

W V result of hasty 
preparations), so 
the Uruk-hai must 
cross at least one 
ring of obstacles 
to reach the 
defenders. 

STARTING 
POSITIONS 
The Good player 
deploys his force 
within the open 
area in the village. 
The Evil player 
then deploys four 
models within 
6714cm of the 
centre of each 
table edge. 

OBJECTIVES 
The Good side 
wins if at least 
four models can 
survive within the 
boundaries of the 
village for more 
than 20 turns. 
Help from other 
villages arrives 
and the attackers 
are driven off. 




Scenario I - The Long Night 



Desperate fifihimft erupts at the barricades. 


The Evil side wins if all the Good models are killed before 
twenty turns have passed. The would-be rescuers arrive 
only to find burnt out buildings and half-eaten corpses. 

If less than four Good models survive within the 
boundaries of the village beyond twenty turns, then the 
game is a draw. The defenders manage to buy enough time 
for the women and children to be rescued but the village is 
abandoned. 

SPECIAL RULES 

Unrelenting A.ssault. The Uruk-hai attack is fragmented 
but unceasing. When an Evil model is slain, the Evil player 
may move it on from a board edge of his choice at the start 
of his next Move phase. The Evil player may not bring on 
more than two models from the same board edge each turn. 
If more than two mcxiels arc available to the Evil player, he 
must bring them on from several edges or keep them in 
reserve for future turns. 

NOTES 

Faced with superior unlimited foes and only a token 
defence force, the defender must try to make the most of 
his defensible position. The barricades can make the Good 


player's position a strong one, but he is unlikely to be able 
to defend every inch of them. The Good player shouldn’t 
be afraid to move his models around to maximise coverage 
to where the Uruk-hai threaten to break through - every 
dead Uruk-hai will need at lea.st three turns to get back into 
the fight. In this way it is a good idea to fire at the nearest 
enemy models - they will have further to walk when they 
come back on. It's also a good idea to pair a Man with each 
Dwarf if you can, the higher Fight value of the Dwarf will 
tie the fight if the dice scores are a draw - every little 
helps. 

The Evil player needs to find weaknesses in the defender's 
position and exploit them as quickly as po.ssible - twenty 
turns is not as much as it looks. Try to avoid engaging the 
enemy across the barricades, but instead loop around their 
defences and break through into the courtyard if you can. 
Another key thing to remember is not to be worried about 
getting your archers into combat, they are more than a 
match for the humans and can go toe-to-toe with the 
Dwarves. Your main obstacles to victor>' will be the 
Kha/ad Guard and the Captains, try to take them out as 
quickly as po.ssible, this will leave you free to mop up the 
survivors. 



SCENARIO TWO - A ROCK SC A HARD PLACE 


DESCRIPTION 

Murin, a Dwarven King from the Blue Mountains, has 
travelled east with an army intending to assist his kin in 
Ercbor. Shunning the dark forest of Mirkwix)d, Murin's 
group skirts the northern border of the wood. In the depths 
of night, a large band of Goblins streams down from the 
Grey Mountains. They take the Dwarves by surprise and 
many on both sides are slain. Murin himself is gravely 
wounded. With the battle appearing hopele.ss, Murin’s 
personal guard hurry him from the field and attempt to 
reach the po.ssible safety of the forest. Unfortunately, 
Murin’s wounds slows the group and they are encircled by 
bloodthirsty Goblins. Murin's fate looks grim, but help is 
at hand. Keen-eyed Elves from Mirkwood have spotted his 
plight and now attempt to save him from his pursuers. Will 
they get there in time? 

PARTICIPANTS 

The Good side consi.sts of Murin (a Dwarf King), 1 Dwarf 
Captain, 4 Khazad Guard, 8 Dw'arf Warriors with shields, 
2 Dwarf Warriors with two-handed axes, and 4 Dwarf 
Warriors with Dwarf bows. Also on the Good side are 
10 Wood Elf warriors armed with Elf bows. Two Dwan'es 
can be given a banner. 

The Evil side has 3 Moria Goblin Captains, 12 Moria 
Goblins with spears, 12 Moria Goblins w'ith shields, and 
12 Moria Goblins with Ore bow'.s. 


POINTS MATCH 

If you w'ani to play this game w'ith other forces, choose at 
least 300 points for each side. The Good side should 
include at least 1 Hero. 

LAYOUT 

The scenario is played on a board 487112cm by 
72'7180cni. There is a large hill strewn with rocky debris 
roughly 12’728cm from one of the short board edges (see 
map). The remainder of the board should be covered with 
trees and plenty of rocky outcrops. 

STARTING POSITIONS 

The Good player deploys the Dwarves anyw'here on the 
hill. The Evil player then deploys the Goblins anywhere in 
that halt of the b<wd, but no closer than 6714cm to the 
Dwar\es. Finally, the Good player deploys the Elves 
within 12'728cm of the Mirkwood board edge (sec map). 

OBJECTIVES 

The Good side w'ins if Murin escapes the board from the 
Mirkwood board edge. 

The Evil side wins if Murin is slain. 
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Scenario 2 - A Rock & a Hard Place 



Hie Pwanrs fi^ht to the death m defence oj their kinti. 


SPECIAL RULES 

Strong Winds. Due lo the high winds, from the start of the 
game all missile shots are considered to have an extra 
obstacle ‘in the way' as soon as they are fired. From the 
fourth Him onwards, at the end of each turn, the player 
with priority must roll a D6. On a roll of a 4. 5 or 6, the 
winds abate for the rest of the game and shooting returns 
to normal. 

.Vlurin. To represent the severe wound already taken by 
Murin. he slans the game with no Fate and only a single 
Wound. How'ever. due to the loyalty that his presence 
inspires, none of the Dw^arves w'ill ever take a Courage test 
while he lives. Note that this docs not apply to the Elves. 

NOTES 

Strategy for the Goblins in this case is ver>' straightforward 
-Attack! The Evil player has an overwhelming advantage 
in numbers in the initial turns of the game and should 


attempt to capitalise on this as much as he can. There are 
two main options open: wear down the numbers of the 
Dwarves, or go straight for .Vlurin. Killing the Dwarves 
has an added bonus becau.se if enough of them are killed, 
the Elves will begin to take Courage tests - even one failed 
lest will buy a little more time. 

The Dwarf player needs to think carefully about protecting 
Murin - nothing else matters! With the Wood Elves slowly 
gaining on the embattled Dwan'es and the possibility that 
the wind will drop, the later game is very much in the 
favour of the Good side - but it does mean the Dwarves 
have to hold out until fortune swings their way. If the Goo6 
player is lucky he may even be able to sneak Murin past 
the Goblins and make a break for the table edge. If not, the 
Good player will probably have lo think about killing or 
driving off all the Goblins. 



SCENARIO THREE - BARUK KHAZAD! 


DESCRIPTION 

With the power of Sauron once more on the rise, roads that 
once were safe are now full of danger. Once such road is 
the one linking the Lonely Mountain and the Dwarven 
holds in the Iron Hills. The Dwarves still travel between 
the two kingdoms, but are wary of the possibility of 
ambush. One party is not alert ent)ugh. and in the dead of 
night a force of Ores attacks from the .south. The Dwarves 
muster a desperate defence, but the .sheer numbers of their 
foes are their undoing and they are all .slain. As the 
Dwarves of Erebor look to the east for the arrival of their 
folk, the birds bring news of the massacre to Radagast the 
Brown, who in turn carries the sad tidings to the Lonely 
Mountain. Enraged by the attack, Dain leads a force of 
Dwarves to avenge their fallen. Given new .stamina by 
their anger, the Dwarves swiftly ovenake the fleeing Ores 
and bring them to battle in the bright light of day... 

PARTICIPANTS 

The Good side consists of Dain Ironfoot, Radagast the 
Brown, 2 Dwarf Captains. 6 Khazad Guard. 8 Dwarf 
Warriors with shields, 4 Dwarf Warriors with two-handed 


axes, and 6 Dwarf Warriors with bows. Two Dwanes c» 
be given a banner. 

The Evil side consists of 2 Ore Captains (on foot). 2 On, 
Captains (riding Wargs). 12 Ores with shields, 6 Ores wil*- 
Ore bows, 6 Ores with .spear, 6 Ores with two-handec 
weapons. 5 Warg Riders with throwing spear and shieU> 
and 5 Warg Riders with Ore bows. Tw'o Ores can be gise* 
a banner. 

POINTS MATCH 

If you want to play this scenario with different forces, 
choose 400 points of tixxips for each side. The Evil force 
must include at least one Hero. 

LAYOUT 

This scenario is played on a board 487112cm b\ 
4871 12cm and takes place in the Wilderland surrounding 
Erebor. The board should be covered with trees and severa! 
hills with severe cliff faces. The Ore deployment area 
should be .scattered with debris and fallen trees to represen: 
the desolation they have cau.sed. 



Scenario 3 - Barak Khazdd! 



Tfie axes of rhe Dwan'cs are upon ymC" 


STARTING POSITIONS 

The Evil player deploys the Ores in the Evil deployment 
zone. The Good player then splits his forces into two equal 
'‘ized groups and deploys one in each of the Dwarf 
deployment areas. 

OBJECTIVES 

The Good side wins if the Ores are reduced to 25% or less 
of their starling numbers before the Dwarves are. 

The Evil side wins if the Dwar\es are reduced to 25% or 
less of their starting numbers before the Ores are. 

SPECIAL RULES 

Cowardly. Surrounded, and with the sun shining bright 
above them, rhe Ores are desperate to escape the fury of 

ilitiir nr 

order. To represent this, in a turn following one where an 
Ore Captain has been killed, every Ore must test its 
Courage in the same way as if the Evil force had been 
reduced to below half strength. In subsequent turns, the 
Ores may move as norma/ (un/ess another Captain has 
been slain). 


Dwarven Fury. The Dwarves have come to avenge those 
slain by the Ores. All Dwarx'es must always charge an 
enemy model if able to do so. 

NOTES 

The forces of Evil are very much on the back fool here 
with two dozen angry Dwarv'cs and Radagast the Brown 
bearing down on them from two sides at once. It is easy for 
the Dwarf player to gel lured into a sense of complacency 
by this, but a word of caution should be issued. The 
Du arven Fury rale can prove to be a huge c/tsadvanfage 
for the Dwarf player and one that the Evil player should 
look to exploit, pulling the Dwarves apart prior to leaping 
on the tattered formation and tearing them apart. Another 
thing the Evil player should take advantage of is the fact 
that the Dwarves are slower than the Ores, allowing the 
Evil player to pounce on one Dwarven force while the 
other catches up. The best tactic for the Dw'arf player is to 
keep all this under consideration and try to keep the 
advantage on his side - all things being equal, one Dwarf 
is worth as much as two Ores and it is in this advantage 
that your best chance lies. 


SCENARIO FOUR - DAIN'S LAST STAND 


DESCRIPTION 

Even as Aragom leads the armies of ihe Free Peoples to ihe 
Black Gate, the Lonely Mountain falls under siege. In 
recent years, Sauron had offered the Dwarves friendship in 
exchange for news of ‘Baggins' and the ‘trinket’ that he 
carried. Dwarves do not break friendships lightly, and the 
Dwarves of Erebor owed Bilbo much. Dain refused 
Sauron’s offer, spuming both his promises and threats, 
though he knew that in doing so he earned the wrath of the 
Lord of the Rings. As the Third Age draws to a close, 
Sauron has remembered the defiance of the Dwarves and 
has despatched a portion of his forces northwards. The 
kingdom of Dale falls swiftly and King Brand fights a 
rearguard action northwards. Soon the Lonely Mountain is 
a refuge for the survivors. As SauroiTs force marches to 
the gates of Erebt^r, Dain and Brand draw their plans of 
battle - Dwarves and Men w ill fight alongside each other 
once again! 


PARTICIPANTS 

The Good side consists of Dain Ironfoot. 2 Dwarf 
Captains, 8 Khazad Guard. 10 Dwarves with shields. 
10 Dwarves with Dwarf bows, and 5 Dwarv'es with two- 
handed axes. In addition, the Gtxxl player has King Brand 
(use a King of Men to represent Brand), 8 Warriors of 
Rhovanion with shields and throwing spear (use Warriors 
of Rohan), 8 Warriors of Rhovanion with shield and 
8 Warriors of Rhovanion with bows. Tw'o Dwarves and 
two Men can be given a banner. 

The Evil side has 2 Ore Captains, I Uruk-hai Captain. 
1 Easterling Captain, 8 Ores with shield, 8 Ores with spear, 
4 Ores with bow, 4 Ores with two-handed weapons, 
10 Uruk-hai with shields, 5 Uruk-hai with Ore bciws, 
4 Uruk-hai with two-handed weapons, 12 Warg Riders 
with throwing spear and shield, 8 Warg Riders with bows, 
10 Ea,sterlings with shields, 5 Easterlings with shields and 
spears, and 2 Mordor Trolls. Two Ores and one Uruk-hai 
can be given a banner. 



Scenario 4 — Dain 5 Last Stand 



The Dwan’es muster to defend their ancestral home. 


POINTS MATCH 

If you want to play this game with other forces, chiwse at 
least 700 points for each side. 

LAYOUT 

The scenario is played on a board 487120cm by 
487180cm. The battle takes place before the gate of the 
Lonely Mountain. The gate should be in the centre of the 
board with the mountainside sloping away to either side 
(see map). The mountainside is passable, but counts as 
difficult terrain and should be strewn with rocky debris. 
The River Running flows from the gate and off the 
opposite board edge. This should be no more than 378cm 
wide, and counts as difficult terrain. The remainder of the 
board should be mostly empty, with the odd tree here and 
there. 

STARTING POSITIONS 

The Good player deploys his force within the Good 
deployment ztme (see map), the Evil player then deploys 
his force within the Evil deployment zone. 


OBJECTIVES 

The G(xxl side wins if it manages to reduce the Evil force 
to 25% or less. 

The Evil side wins if it manages to reduce the Good force 
to 25% or less. 

If both sides accomplish their objectives in the same turn, 
the game is a draw. 

SPECIAL RULES 

Traps. The Dwarves have had ample time to plan their 
defence and have placed a series of snares and deadfalls 
along the approach to the gate. At the start of the game, 
before both players deploy, the Good player places three 
markers anywhere on the board. Each time an Evil model 
moves to within 3'78cm of any of these markers, roll a 
dice. On the roll of a 4. 5 or 6 (Might cannot be used to 
modify this roll), the model takes a .single Strength 6 hit — 
models with a Strength less than 6 are knocked to the 
ground. This roll should be made as soon as the Evil model 
moves to within 378cm. .Models who begin their move 
within 3"/8cm of a marker do not need to test. The 
Dwarves and Men know the exact location of the traps and 
so do not have to test. 



487112cm 
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SCENARIO FIVE - ASSAULT ON LOTHLORIEN 


DESCRIPTION 

As the War of the Ring rages and the forces of Condor 
rally for their final stand, the forest realm of Lothlorien 
comes under assault by the forces of Mordor. The forest is 
completely besieged and the KIves valiantly twice repel 
the foul host as it attempts to pierce the defences. At the 
height of the third and final assault on Lorien, the Ores 
attack on many fronts, stretching the defences to their 
limits. As Celebom leads the Elves to repel one force of 
Ores. Galadriel takes charge of the struggle against another 
contingent of the creatures. Horribly outnumbered and 
weary, can Galadricrs command hold the Ores at bay long 
enough for help to arrive? 

PARTICIPANTS 

The Good side consists of Galadriel, Celeborn, 2 Elf 
Captains, 10 Wood Elves w'ilh armour & Elf bows. 
10 Wexxi Elves with armour & Elven blades, and 20 Wood 
Elves with Elf bows. Three Elves can be given a banner. 

The Evil side has 2 Uruk-hai Captains, 2 Ore Captains, 
10 Uruk-hai with Ore bows, 8 Ores with shield, 8 Ores 
with spear. 4 Ores with Ore bow, 4 Ores with two-handed 
weapons, 10 Uruk-hai with shields, 5 Uruk-hai with two- 
handed weapons, 6 Warg Riders with throwing spear and 
shield, 6 Wiirg Riders with bows, and 2 Mordor Trolls. 
Two Uruk-hai and two Ores can be given a banner. 


POINTS MATCH 

If you want to play this game with other forces, choose at 
lca.si 700 points for each side. The Good side should 
include at least two heroes. 

LAYOUT 

The scenario is played on a board 48'7120cm by 
727180cm. As this scenario takes place in the heart of the 
forest of l^xhlorien, the board should be heavily wooded 
with a few hills scattered about the Ixwd (see map). A 
river, the Nimrodel, flow's through the centre of the board 
- this is crossable, but counts as difficult terrain. There arc 
two bridges that cross the Nimrodel (see map). 

STARTING POSITIONS 

The Good player deploys Galadriel. an Elf Captain, and 
10 Wood Elves with bows in the Good side’s deployment 
zone (see map). The Evil player then deploys a third of his 
force within 6’7l4cm of the opposite table edge, another 
third within 12728cm of the table edge and the remaining 
third of his force within 18742cm of that table edge. 

The Good player then deploys 10 Wood Elves with bows 
anywhere on the board, but may deploy them no closer 
than 6714cm to an Evil model. The remainder of the Good 
force may be available as reinforcements as the game goes 
on. 
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Scenario 5 — Assault on Lothlorien 



06)ECTIVES 

The G<x)d side wins if it manages to reduce the Evil force 
25% or less. 

The Evil side wins if it manages to kill both of the named 
Heroes (ie, Celebom and Galadriel) or reduce the Good 
rce to 25% or less. 

both sides accomplish their objectives in the same turn, 
.'ar game is a draw. 

SPECIAL RULES 

Bctnforcements. Celebom has defeated the main Evil 
I '"txrce and is leading his survivors back to Galadriel’s aid 
wuE all speed. From the second turn onwards, the Good 
j»a>CT may roll a D6 to see if Celebom has arrived. On a 
j Ti! of 4+, the Good player may deploy Celebom 's group 
the Good models that were not deployed at the start of 
^ game) that turn. To .see where the group arrives, the 
-x-wi player rolls a further D6 and deploys them anywhere 
! the indicated table edge (see map). 

1 l^iWorien. Within the boundaries of the land of 
_TAIorien. Galadriel’s powers maintain the world as it 
i Beyond her own realm her powers are limited, 

ju^xigh still strong. Galadriel and Celebom will pass all 
’tbt rolls on a 2+, rather than a 4 or more. 


The Power of Galadriel. The power of the Elven rings is 
to heal and sustain, not destroy and dominate. With Nenya. 
Galadriel has woven a powerful enchantment over 
Lothlorien that protects the Elves from harm. To represent 
this, whenever an Elf suffers a wound, the Good player 
may roll a D6. On the roll of a 6 the wound is recovered. 
This is effectively like using a point of Fate, with the only 
exception that the wound is recovered only on a 6 rather 
than on a 4+. Should Galadriel be slain, the power fades 
and this ability is lost. 

NOTES 

Again, the Evil player needs to cover as much ground as 
possible and take the fight to the Elves. With the Elves 
initially outnumbered, if the Evil player can close the gap 
before Good reinforcements arrive, sheer weight of 
numbers will lead to slaughter. Once Celebom arrives 
however, things become a little different - the best strategy 
then is to try to emsh one of the groups individually. 

The Good player needs to buy time for the reinforcements 
to arrive, using the infiltrated troops to delay the Evil 
advance. Galadriel is an incredible a.s.set in this scenario. 
With her reserves of Will, she can be relied upon to tie up 
enemy Trolls or Captains with ease, leaving the remainder 
of the troops to deal with the bulk of the Evil forces. 



THE MINIATURES 


T he Lord of The Rings gaming miniatures are made 
from either rigid plastic or high quality pewter. The 
plastic models are an ideal starting point for a collection - 
they provide the player with a core of warriors at relatively 
little cost. The metal models are hand-cast pieces available 
either as boxed sets or in display packs. 


All models have separate bases and, in addition, some 
models have separate shields. All of the plastic models 
are designed to fit together without glue, but we 
recommend that plastic mtxlels are glued together using 
polystyrene cement. 


ASSEMBLING PLASTIC MODELS 




ASSEMBLING METAL MODELS 

The Lord of The Rings miniatures range includes both 
small and large models. Some are cast in a single piece 
whilst others come as kits of several components. 
Generally speaking, most of the man-sized creatures are 
single-piece castings whilst the largest monsters, such as 
the Shelob, are multi-piece models. 


Pieces can be removed from the sprues using modelling 
clippers or a suitable craft knife. If desired any attachment 
scars can be gently pared away with a craft knife or filed 
smooth bv means of a file. 


Plastic mouldings are produced as a sprue - just like 
plastic aemplanes and other model kits. Before assembling 
the m(xiels it is a goixl idea to wash the entire sprue in 
warm water to which a little washing-up liquid has been 
added. This will remove any residual lubricant left on the 
sprue. 



This Knight of Condor has a separate spear that wUl need carefully fixing 
in place with superglue. 

Even models supplied as a single metal casting w'ill have a 
separate plastic base and sometimes a separate shield too. 
These will need to be attached using superglue or an 
adhesive modelling putty as described opposite. 



The Miniatures 


Remove any stray mcial vents or casting marks from the 
model before assembling. Vents are cut into the moulds to 
allow air to escape - this leaves a thin spur of metal that 
often falls away when the model is removed from the 
mould. If not this can be removed with a modelling knife 
or clippers, and any resultant scar can be filed flat using a 
small mtxJelling file. 


If a model comes in two or more metal pans some extra 
work is required. Test the pieces for fit before assembly 
and use a file to smooth out any notable blemishes or high 
points that prevent alignment. Don't worry if the fit is not 
perfect - hand-cast parts vary slightly and it is usual to find 
slight gaps that will require filling later. Once you are 
.satisfied with the fit assemble the pieces using superglue. 



MODELLING TIP 





Hand-cast metal models will naturally vary 
slightly and it is quite common for a model*s 
base rail to sit loosely in the plastic 
base. This is not usually a problem 
as the models will he glued to 
their bases anyway - hut a firm 
fit can be created by taking a 
small pair of pliers and 
kinking the base rail 
slightly. 


GLUE 

Glues commonly used 
for modelling 
include 

liquid polystyrene, 
PVA glue 
and superglue. 



CCH.A 

ViMIUlC* 


FILLERS 

Slight gaps and joins will tend to disappear under a coat of 
paint, or can be filled with a dab of glue. Larger gaps 
however will need to be filled. There are many types of 
modelling putty available for this - most come as a two- 
part epoxy putty that cures once mixed. 


These two-part epoxy putties can also be used to fasten 
shields into place or to fix models onto their slots. They are 
best employed as adhesive reinforcement where they won't 
be seen (.such as behind a shield). 

A good alternative for filling small gaps is ordinary 
plasticine modelling clay - once painted it will prove quite 
durable if carefully handled. Plasticine is not suitable for 
filling larger gaps, but any number of hou.sehold wood or 
surface fillers will do the Job perfectly well. 

You can also use plasticine to weight the bases of plastic 
models - this makes them more stable and gives a pleasant 
sense of heft which pla.stic models otherwise lack. Simply 
pack plasticine or similar modelling clay or putty under the 
model's base. As this can sometimes dry out and become 
dislodged it is worth dabbing a little supergluc under the 
base first to hold the plasticine 
in place. Some people also 
use small chips of metal 
or metal pellets to 
add weight. 








PAINTING THE MODELS 


M ost players will want lo assemble iheir models right 
away so that they can learn the game or take part in a 
new scenario. Other players feel that models are only 
really 'finished' once painted and would never dream of 
bringing a warrior to battle without its requisite coat of 
paint. The Lord of The Rings battle game works perfectly 
well whether the models are painted or not. If you are 
learning the game you certainly won't want to wait until 
you have painted an entire army before playing. On the 
other hand, most players enjoy the spectacle of painted 
models and usually get round to painting at least some of 
their collection. 



WHAT YOU WILL NEED 

You will need somewhere to paint, such as a desk or table 
placed by a window so you can see w'hat you are doing. 
Good lighting is important and if you want to paint in the 
evenings you will need a desk lamp or something similar. 

Once you have cleared a space to paint, put a gcx)d thick 
layer of new'spaper onto the surface to protect it from spills 
and being scratched. It's a good idea to back this up with a 
piece of heavy card or board on the area where you w'ill be 
working directly, but an extra layer of newspaper will do 
just as well. 

Finally, make sure your work area is as comfortable as 
possible. If you can adjust the height of your chair or the 
table itself so much the better. Put on some music - listen 
to the radio - relax and enjoy spending time painting. 


BRUSHES. Citadel Colour brushes are made specifically 
with painting our kind of models in mind. They are made 
from quality sable and sized according to function. 

Different painters will favour different sizes of brush 
depending on their style and subject, but most people find 
the Standard brush is ideal for most purposes. After that, 
the most useful is the Detail brush for intricate work, and 
a Ba.secoat brush for larger areas. One each of Detail, 
Standard and Basccoat will provide all you need for most 
ta.sks. 


If you prefer, other makes of quality sable artist brushes 
can be used. You can find a selection in any specialist art 
suppliers. In addition, the The Lord of The Rings paint set 
comes with a Starter brush which is halfway between a 
Standard and Detail in size and is an ideal compromise for 
most functions, especially for beginners who often find a 
slightly smaller brush easier to handle. 



Looking After Brushes - 
Brushes are not cheap so it is 
worth looking after them. 
They will last longer and 
serve you better. Try' to avoid 
getting the brush so 

overloaded that the paint runs 
into the metal part of the 
handle (the ferrule) 
where it will 

dislodge the glue 
and unseat the 

bristles. When 
you have finished 

carefully cold 

repoint 

bristles between thumb and 
forefinger. Store the brushes point- 
upwards in an old mug or similar container - they will 
retain their points for longer 



Old Brushes - As brushes wear they 
gradually lose their points and develop 
stray bristles. Pinch off any bristles 
that become bent or stick out at an 
angle. Once the brush becomes too 
worn for general use it can be 
employed for gluing, painting bases, 
or for other rough work where it would 
be a waste to use a good brush. 




The Miniatures 



Above is a range of fwinrs amt brushes available from Games Workshop 
for painting your The Lord of The Kings miniatures with. 

PAINT. Citadel Colour paint is designed for painting 
plastic and metal miniatures. It is non-toxic and water 
based but waterproof once dr>\ 


You can al.so use other water-based acrylic modelling or 
artists’ paints, although you will find colour and 
consistency varies somewhat from one manufacturer to 
another. 

To begin with you'll need a minimal selection of colours 
to which you can add different shades as required. 



WATER, You will need clean water to rinse brushes off 
with between colours and to thin down paint, A low, sturdy 
container is essential to avoid accidentally knocking over 
your water. 

TISSUE. This is useful for wiping paint and excess water 
from brushes. Also useful for dealing with the occasional 
spillage. 


PALETTE. A fancy word for an old white plate, saucer, 
glazed tile, or something similar - although an expensive 
artists' palette is fine too. Whilst it is sometimes 
convenient to use paint .straight from the pots, on the whole 
it is better to avoid doing .so as it is all too easy to mix the 
colours or introduce dirty paint water. The palette forms a 
re.servoir of colour and a surface to mix paint and water as 
needed. 




CITADEL! 

COLOUR! 


PAINT 6C INKS RANGE 

Games Workshop make a range of water-based paints and inks that 
can be freely mixed to make a huge range of colours. 


SHADE & HIGHIJGHT: Rccommcncic'd colours lo be used when shading and highlighting the relevant colour. Where no colour is indicated, we recommend you add 
some black lo the relevant colour to create a shade, or some white lo create a highlight atlour. 


COLOUR SHADE HIGHLIGHT 
















SCAB 

RED 

RED 

GORE 

BLOOD 

RED 

BLAZING 

ORANGE 

FIERY 

ORANGE 

GOLDEN 

YELLOW 

SUNBURST 

YELLOW 

BAD MOON 
YELLOW 

SCORCHED 

BROWN 

GRAVEYARD 

EARTH 

BESTIAL 

BROWN 

SNAKEBITE 

LEATHER 

DESERT 

YELLOW 

BUBONIC 

BROWN 

VOMIT 

BROWN 


NONE 


SCAB 

RED 

RED 

GORE 

BLOOD 

RED 

BLAZING 

ORANGE 

FIERY 

ORANGE 

GOLDEN 

YELLOW 

SUNBURST 

YELLOW 


NONE 


SCORCHED 

BROWN 

SCORCHED 

BROWN 

BESTIAL 

BROWN 

SNAKEBITE 

LEATHER 

SNAKEBITE 

LEATHER 

VERMIN 

BROWN 


RED 

GORE 

BLOOD 

RED 

BLAZING 

ORANGE 

FIERY 

ORANGE 

GOLDEN 

YELLOW 

SUNBURST 

YELLOW 

BAD MOON 
YELLOW 

SKULL 

WHITE 

BESTIAL 

BROWN 

KOMMANDO 

KHAKI 

SNAKEBITE 

LEATHER 

BUBONIC 

BROWN 

BLEACHED 

BONE 

BLEACHED 

BONE 

BRONZED 

FLESH 


COLOUR SHADE HIGHLIGHT 
















BLEACHED 

BONE 


DARK 

FLESH 


TERRACOTTA 


VERMIN 

BROWN 

TANNED 

FLESH 

DWARF 

FLESH 

BRONZED 

FLESH 

ELF 

FLESH 

LICHE 

PURPLE 

WARLOCK 

PURPLE 

TENTACLE 

PINK 

MIDNIGHT 

BLUE 

REGAL 

BLUE 

ULTRAMARINES 

BLUE 

ENCHANTED 

BLUE 


BUBONIC 

BROWN 


NONE 


DARK 

FLESH 

DARK 

FLESH 

DARK 

FLESH 

DARK 

FLESH 

DWARF 

FLESH 

DWARF 

FLESH 

MIDNIGHT 

BLUE 

LICHE 

PURPLE 

WARLOCK 

PURPLE 


NONE 


MIDNIGHT 

BLUE 

REGAL 

BLUE 

REGAL 

BLUE 


SKULL 

WHITE 

TANNED 

FLESH 

VERMIN 

BROWN 

VOMIT 

BROWN 

DWARF 

FLESH 

ELF 

FLESH 


SKULL 

WHITE 

SKULL 

WHITE 


NONE 


TENTACLE 

PINK 

SKULL 

WHITE 

REGAL 

BLUE 

ULTRAMARINES 
BLUE 

ICE 
BLUE 

ICE 
BLUE 


*/ * 
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CITADEL INKS 



YELLOW 


FLESH 




COLOUR 


CHESTNUT 
RED 

SHADE HIGHLIGHT 


MAGENTA 
















ICE 

BLUE 

HAWK 


CATACHAN 

GREEN 


GREEN 

SNOT 

GREEN 

SCORPION 

GREEN 

SCALY 

GREEN 

GOBLIN 

GREEN 

CAMO 

GREEN 

KOMMANDO 

KHAKI 

ROTTING 

FLESH 

CHAOS 

BLACK 

CODEX 

GREY 

FORTRESS 

GREY 

SKULL 

WHITE 


PURPLE 



BLUE 


DARK 

GREEN 




BROWN 


BLACK 


ENCHANTED 

SKULL 

BLUE 

WHITE 

SCALY 

GREEN 

NONE 

DARK ANGELS 

CAMO 

GREEN 

GREEN 

NONE 

SNOT 

GREEN 

DARK ANGELS 

SCORPION 

GREEN 

GREEN 

SNOT 

GREEN 

NONE 

NONE 

HAWK 

TURQUOISE 

SNOT 

GREEN 

NONE 

CATACHAN 

ROTTING 

GREEN 

FLESH 

GRAVEYARD 

SKULL 

EARTH 

WHITE 

NONE 

SKULL 

WHITE 

NONE 

CODEX 

GREY 

CHAOS 

FORTRESS 

BLACK 

GREY 

CODEX 

SKULL 

GREY 

WHITE 

FORTRESS 

GREY 

NONE 


COLOUR SHADE HIGHLIGHT 



SHADOW 

NONE 

SPACE WOLF 

GREY 

GREY 

SPACE 

SHADOW 

SKULL 

WOLVES 

GREY 

GREY 

WHITE 

VARNISH 

NONE 

NONE 


METALLIC PAINTS 
COLOUR SHADE HIGHLIGHT 











BOLTGUN 

METAL 

CHAOS 

BLACK 

CHAINMAIL 

CHAINMAIL 

BOLTGUN 

METAL 

MITHRIL 

SILVER 

MITHRIL 

SILVER 

CHAINMAIL 

NONE 

TIN 

BITZ 

CHAOS 

BLACK 

BRAZEN 

BRASS 

BRAZEN 

BRASS 

TIN 

BITZ 

SHINING 

GOLD 

SHINING 

GOLD 

BRAZEN 

BRASS 

BURNISHED 

GOLD 

BURNISHED 

GOLD 

SHINING 

GOLD 

MITHRIL 

SILVER 

DWARF 

BRONZE 

TIN 

BITZ 

BURNISHED 

GOLD 
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The Miniatures 


UNDERCOATING MODELS 


II is very much recommended ihai models are primed 
before painting. This is simply a matter of applying an 
undercoat - usually white - over the entire model. The 
undercoat provides an overall surface for the paint itself 
and ensures that bare metal or plastic doesn’t show 
through. 



Even what spray outside, put plenty of paper down to contain the 
spray. 


There are two basic methods for undercoating. Mo.st 
experienced painters u.se a spray can of matt white 
undercoat or primer such as the Citadel Skull White 
undercoat. The spray makes an especially good surface 
finish for the paint. 



A more convenient methexi for beginners is to apply a 
brush-on undercoat using either Citadel Smelly Primer or 
Skull White paint. This is nothing more than a coat of 
white over the entire mtxlel. 

Colour of undercoat - Some experienced painters prefer to 
work off a black primer rather than a white base. This can 
be more difficult to work with because colours always look 
different when applied over black and coverage may be 
more patchy. Painters who u.se this method usually leave 
the primer uncovered in the deepest recesses of the model, 
and work up the paint with progressively lighter colours. 
This can be very effective in the hands of experts hut it is 
by no means a superior method - many experts prefer to 
w'ork from white. 



The defenders of Minas Ttrith clash with the fanes of Sauron. 
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The Miniatures 


MAKING A START 


As any experienced artist will tell you 
there is no right or wrong ‘look’ 
when it comes to painting. Even a 
simple coal of paint will vastly 
enhance the appearance of your 
collection. 

If you want to become a real 
expert then you will have to 
practice, watch other artists, and 
take the lime lo develop your skills. 
Most importantly, don’t feel that 
you have to produce a masterpiece 
each and ever>' time you paint. Now and again you might 
want lo paint a model specifically as a display piece, but 
such models are best kept away from the gaming table and 
preserved from constant handling and wear. 

Begin with a model that has been assembled. Make sure 
any glue used is thoroughly set before applying paint. 



Use Clean Water - Each time you sit down to paint ^et 
a fresh pot of clean water At the end of each session 
throw away the dirty water and clean out your water 
pot. There is nothing so dispiriting as sitting down to 
a filthy pot of water! 

Some painters routinely use tw'o pots of water instead 
of one - one pot for general use and the other pot for 
metallic paint. Metallic paint consists of finely ground 
metal flakes that tend to float on the water's surface 
and get into the brush very' easily. The metal colour is 
then transferred to other paint and stands out like a 
.sore thumb on a model. A separate water pot helps to 
alleviate this problem. In any case, it is a good idea to 
change the water during a se.ssion if it becomes 
especially dirty. 



Paint Pots - Paint will gradually dry our in the pot. 
Paint left on lids will compromise the fit so that paint 
dries even faster. To 
avoid this it is 
always worth taking 
the time to wipe the 
pot lids if they get 
messy, and add a 
little clean water to 
each pot at the end 
of each painting 
ses.sion. 



After undercoaling the model a hairdr>'cr can be used to 
speed the process up if you wish but be careful not to gel 
the model too hot! 



FLAT COLOUR 

When you apply a single solid colour onto your undercoat, 
the result is a flat colour - an even coverage with no 
shading, highlighting or other effects. In some ca.ses two 
light coats of paint may be needed 
to achieve a uniform flat colour - 
this gives belter results than a 
single very heavy coat, which may 
obscure detail. 

When you’re starting out with this 
hobby painting miniatures in flat 
colours will be the natural thing to 
do. However, after you’ve gained 
some confidence you might want 
lo start adding little tricks such as 
a “wash or ‘drybru.shing’, which 
will transform a model’s 
appearance dramatically. 
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WASHES 

Traditionally a ’wash' is a mix of usually strongly coloured 
paint and just sufficient water to give an overall fluid 
consistency. This mixture is applied over a light base 
colour and, depending on how much wash is used, will 
tend to run into the cracks and crevices. The result is an 
overall ‘stain’ that is stronger in the recesses where the 
wash gathers. This introduces a level of naturally gradated 
shading onto the model and breaks up the overall colour 
into subtle patches of dark and light. The surface finish 
w ill be slightly mottled and therefore appears more natural 
in the case of organic surfaces such as flesh, leather, 
and cloth. 



Paint the skin Bronzed Resh. 



Apply a diluted mix of Resh 
Wash, Scorched Brown and 
PVA glue to the skin. 




Paint the hair Bubonic Brown, Apply the same mix used for 

leaving the Chaos Black the face to the liair. 

undercoat in the deepest 


To enable wash techniques to be used effectively, the 
Citadel Colour range includes acrylic inks that are 
designed to be used with washing and glazing techniques. 
The darker ink colours are ideal for washes, and black can 
be mixed in to make them even darker. Because ink 
contains an intense pigment in a transparent medium, it 
gives better results than a mix made up of paint and w'ater. 




Paint a basecoai of 
Chainmail over the whole 
armour. 

By adding some PVA glue you can change the effect of an 
ink wash. The PVA glue enhances the gathering qualities 
of the wash and produces a stronger contrast once dry. You 
will have to experiment to judge the effect for yourself. 
Conversely, if you want to reduce the gathering quality of 
an ink wash, producing a more even overall tone, add a 
little liquid soap, such as washing up liquid. This breaks 
the stirl'ace tension so the ink stains the surface more 
uniformly without forming patches. 

If you wish to try washing with paint, it is worth 
experimenting by adding Citadel Colour Varnish to the 
mix. This makes paint behave much more like ink and 
strengthens the contrast compared to paint and water 
alone. Again, as with all wash techniques, you will need to 
experiment to gauge the result. Some courage is called for! 


Apply a wash of Black Ink 
over the Chainmail areas. 


recesses. 





Apply a dilute mix of Dark 
Green Ink, 5Jconchcd Brown 
painL and PVA glue. 


If you use too much wash, or if the wash is settling where 
you do not want it, it is ea.sy to draw away the surplus 
using either a brush or tissue. If bubbles form in the wash 
they will usually di.sperse quickly, but sometimes they will 
dry within the recesses of the model leaving clean patches. 
Blowing briskly on the model will help to disperse any 
bubbles whilst the wash is still wet. 



Rc-undcrcoal 
Lcgolas, hair Skull 
While. 



Pain! a mix of 
Golden Yellow and 
Bestial Brown over 
the Skull While. 



Apply a w'atered 
down wash of 
Scorched Brown over 
the hair 
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Washes seem to work belter over pastel colours as this 
emphasises the contrast. Add a little white to the basecoat 
and observe the effect of a wash. 


The Miniatures 


The Citadel Colour inks, paints, varnish and PVA 
f»lue can he mixed together to vary the properties of a 
wash. Ai with all techniques, improvement comes 
with practise, and in the case of washes it is worth 
performing a few tests .w that you can judge the 
results for yourself You can do this by taking a white 
undercoated figure - like one of the plastic Mordor 
Ores - and experimenting with the different effects of 
using inks, diluted paint, and paint and varnish. 


DRYBRUSHING 

A drybrush technique is a fast and attractive way of adding 
highlights to areas of raised detail. It can also be used to 
apply a fine texture to large flat areas such as armour 
plating to create a realistic effect. A light dry brush over an 
entire model can give it an overall dusting that draws the 
colours together and gives a natural appearance. 

Drybrushing is most easily demonstrated by painting a hair 
or fur texture. Begin with a suitable base colour that has 
been shaded with a wa.sh if required - the drybrushing is 
added at the final stage to provide highlights. 

Take the brush (preferably an old brush) and mix up a light 
shade of the base colour. The paint needs to be fairly 
dense. If the paint is a little thin, let it dry slightly on the 
palette. Work the colour into the bnish and then wipe any 
excess back onto the palette. 

Now - most importantly - run the brush over a tissue or 
newspaper, or some similarly absorbent surface, until the 
strokes leave almost no mark even when applied with 
pressure. Depending on the effect you want, you can make 
the brush more or less dry. 

Begin by stroking the bru.sh gently over the surface that 
you wish to highlight. If done properly the brush should 
leave no discernible strokes, but only deposits a fine, even 
dusting of colour over the high points on the model. 

The drier the brush, the more the eft'ect will appear as a 
dusting of even colour. Build up the highlights gradually 
and notice how repeated dusting gives naturally gradated 
highlights. The longer you work at the result, the more 
intense the effect. 

Several progressively lighter layers of drybrushing can be 
applied to increa.se contrast - the final layer can be white. 
If you drybnjsh over a fairly bright colour, the result can 
sometimes look very chalky. If you want to restore colour 
while retaining the highlighting, apply a wash of ink mixed 
with a lot of water to bring some of the colour back into it. 



Dr> brush .Scorched Brown straight onto the black undercoated fur. 



Apply a lighter dry brush of Snakebite Leather on top. 



Give the fur a final drybrush of Bleached Bone. 




First, apply a ba.secoai of Tin Then drybrush over the armour 

Bitz to the Uruk>hai*s armour. v^ jth .Mithril Silver. 



Drybrush the cloak with Shadow 
Grey. 


Lightly drybrush Bestial Brown 
on the edge of the cloak to 
resemble dirt. 
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LAYERING 

Layering is a technique of representing shade and 
highlights by painting successive gradations of a colour 
from dark to light. Two-tone layering over a black 
undercoat provides shading and highlighting and looks 
effective from any reasonable distance. In principle, the 
technique can be used with any undercoat and can be 
refined to the point where individual layers become 
indistinguishable even from very close up. A multi-tone 
layering technique taken to its ultimate form gives results 
that are comparable to a fully blended technique, but there 
are many situations where an extra layer will help to give 
definition to a model. 




A sophisticated multilayer technique relies on mixing 
the colours together in different proportions to 
produce intennediate shades. The colour samples 
shown alongside illustrate this quite well. In our 
samples the effect is a succession of stripes, hut if the 
stripes are sufficiently narrow then the eye ceases to 
distinguish the individual shades even from close up. 




Layering can be used to produce a dramatic contrast. Many 
people find this ‘stripy* style very pleasing when well 
executed. That means choosing colours that work together 
despite the differences in shade. Dramatic layering rarely 
uses more than three layers and some examples of useful 
colour combinations are shown below. 

Paim a layer of E)warf Resh over Apply a lighter layer of Elf Flesh 
a basccoai of Bestial Brown. over the previous one, 

leaving the deepest recesses dark. concentrating on the highest 

points of detail. 

If you look at the Citadel Colour range you can work out 
dramatic contrasts by taking a root colour and picking out 
the midtone and one of the lightest colours in the series. 



Many people find it quite difficult to get gcxxi results with 
very bright colours using this technique becau.se the 
colours are hard to tone together. A way of getting colours 
to tone together better is to mix a little of the adjoining 
colour/s into the paint for each layer. Another way to make 
all the colours slightly pa,stel is by adding a little of the 
same very pale neutral colour such as Rotting Flesh, 
Fortre.ss Grey, Bleached Bone or Skull White - this will 
draw all the colours together. 



Give Saniman’s robes a Layer Kommando Khaki on lop 

basccoat of Bestial Brown. of the folds of the robe, leaving 


the basecolour in the recesses. 



previous one. 



Finidly, apply a layer of Skull 
While on the lop of ihe sharpest 
folds. 
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Hair and Fur - Hair and fur textures 
can he brought to life by means of 
brushing a lighter colour over the 
raised detail to create highlights. The 
less paint you use the more subtle the 
effect - experiment to get a look which 
you like. You may find it helps to 
actually wipe most of the paint from 
the brush, leaving only a little dry 
residue. Then brush over the areas to 
be highlighted, depositing a fine 
dusting of paint to the raised areas. 





Painting Faces - 
Beginners often find 
faces daunting hut it 
is quite ea.sy' to get a 
realistic effect using 
the method shown 
here. In this case the 
artist is working over 
a black underc oat - 
hut the technique will 
work perfectly well over white. The base colour is 
Dwarf Flesh. Once this is dry. Brown Ink has been 
painted over and allowed to gather into the 
creases. Once this is dry, the artist has mixed 
Dwarf Flesh and Elf Flesh and repainted the face 




Dwarf Flesh 


but leaving the Brown Ink .showing around the eyes, no.sc, and other 
reces.sed areas, finally. Elf Flesh has been used to paint the high points on 
the face - the bridge of the nose, cheeks, and brow ridges. This can be seen 
more clearly in the accompanying diagram. 



Brown Ink 


Mix to finish 


Detail - The amount of detail you include is up to 
you, but don't feel you have to add every fingernail 
or dot the pupil of each eye. Our models are 
generally seen at arm 's length or greater and will 
appear very much like real people at 50 to 100 
paces away. At those kinds of distances eyes, nails, 
teeth, and details of clothing don V really stand out. 

Trying to paint eyes onto models an inch tall is not 
only ta.xing, hut tends to look unrealistically starey. 

Such levels of detail are best resented for those you 
want to display, where you might happily spend an 
hour getting the face fust right 

Button, rivets, and small details - Imagine 
you are painting a coat with a rvw’ of 
buttons and you have painted the coat 
colour. Now you want to make the buttons 
really stand out from the coat. First paint 
each button black, allowing the paint to 
cover the entire button and .slightly overlap 
onto the coat. Wait until this is dry and then 
paint each button with silver, leaving the 
overlap showing black. Result - a silver 
button outlined in black. You can use the 
same technique to outline any small area of 
raised detail to make it really stand out. 




Varnish - Some people like to apply a 
emit of varnish to their model once it is 
finished. This protects the paint from 
chipping or wearing away whiLst the 
miniature is being used in a battle. 


Should you 
wish to varnish 
your models 
use either a 
brush -on 
polyurethane 
varnish or a 
spray can. 
Some people 
like the highly 
shiny finish of 
protective 
varnish - hut 
others hate it! 

If you prefer a 
non-gloss 
finish matt 
varnishes are 
available too! 



CLEAR It 
Varnish 
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PAINTING DWARVES 



T hroughout this book there are photographs of superbly painted models on the tabletop. 

Here we show you how' easy it is to get a good result yourself. To paint your models you 
don’t need many tools either; just a few paints, a brush, a space to work on with newspaper 
to protect the surface and a little patience. 

This painting guide shows how to paint a Dwarf. By applying just a few quick and effective 
techniques, you’ll be able to to recreate the same colour scheme we used on Balin’s Dwarv'es. 




Textured areas such as metal can be brought to life by brushing Chainmail over the raised detail to 
create highlights. You may find it helps to actually wipe most of the paint from the brush, leaving only a 
little dry residue. Then brush over the areas to be highlighted, depositing a fine dusting of paint to the 
raised areas. 


The model is undercoated Chaos Black. 




Using the same approach as for 
painting the metal, apply Bestial 
Brown to the strands of beard 
and hair. To finish off the beard, 
paint the clasps with Chainmail. 



Dwarf Flesh is applied to the 
face and hands. Try not to paint 
into the recesses of the eyes 
and fingers - you want to keep 
the undercoat showing to define 
the shape. 



If you get paint between the 
fingers or into eyes, slightly thin 
down some Chaos Black paint 
and, following the shape of the 
model, line-in the recesses. 




Apply a base colour of Snot 
Green to the Dwarf's tunic and 
sleeves. To make a solid 
colour you may have to apply 
several coats of paint 



Bubonic Brown is painted onto 
the boots. 



To finish off, an equal parts 
mix of Flesh Wash and water 
is applied to the boots to 
create shading effect. 







Painting Dwarves 




The axe handle and helmet 
are painted a basecoat of 
Dark Flesh. 



Bestial Brown is applied to the 
belt and pouch. 



To finish off the Dwarf's tunic, 
you may want to paint a stripe 
of Golden Yellow around the 
hem. You may have to apply 
several coats of paint to 
produce a solid colour. 




Apply a drybrush of 
Chainmail to the metal on 
the shield. 



Re-undercoat the centre 
of the shield Chaos 
Black. 



To finish off the shield, 
apply a coat of Snot 
Green over the black 
undercoat. Apply several 
coats to get a strong flat 
colour. 


This approach to painting a Dwarf demonsirates how Hat colours, when neatly applied to a model with a few painting 
effects, can really bring a model to life. When painted onto Balin's Dwarves, this simple colour scheme creates a unified 
look to the force which is effective on the tabletop. 



Pahuinf^ (he Intses oj your models to match each other and your i^aminy (able give.% a much better overall effect. 
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CONVERSIONS 

This is not really the place to describe some of the techniques by which ambitious modellers create entirely new 
miniatures by cutting, transplanting, and remodelling the standard pieces. Hobbyists usually refer to these special models 
as conversions - you’ll find much more about painting, modelling and converting in Games Workshop’s monthly 
magazine White Dwarf. 



This nicely 
converted 
Gondorian 
Captain started 
life as a 
Spearman - the 
sword has been 
carefully rut 
from another 
model and 
repositioned. 




This Mnrdor Ore was originally armed 
with a sword. The hand was drilled through 
and a piece of wire inserted. An axe head 
was cut from another Ore and attached to 
nufke a long-haft ed axe. 



This standard 
hearer is converted 
from an Uruk-hai 
Pikeman - the 
cro.sspiece is brass 
tubing and the rope 
binding has been 
made from cotton. 
The banner itself is 
paper .stiffened 
with PVA glue. 





This splendid 
Rider of Rohan 
started life with a 
bow but has been 
com erted to carry 
a sword and 
shield - his mount 
has also been 
changed into a 
rearing pose. 


This Rohan warrior’s right arm 
has been repositioned to make 
a more dramatic pose. 


The Elven Captain 
conversion is based 
on the Elnmd 
model but has been 
given a different 
head and a shield 
slung on his hack. 


This Rohan warrior has hcul his 
spear replaced with an axe. 



Riding down his Uruk-hai 
foe, this Rider of Rohan 
was originally converted to 
feature hts spear p<f inring 
downwards. Then the 
modeller decided to add an 
Uruk-hai being ridden 
down by the mounted 
warrior. The final touch 
was to cut and turn the 
rider's head towards 
his victim. 



The Miniatures 
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ASSEMBLING MULTI-PART MINIATURES 


A Cave Trail. 


GETTING STARTED 

Within The Lord of The Rings range there are a number of 
large creatures for you to add to your force. These are 
normally multi-part figures, designed for more advanced 
modellers, but do not be put off by this. Here are a few of 
the tools that you'll need to assemble multi-part models: 

A craft knife 

A selection of needle files 
A pair of clippers 
A pin vice and drill bits 
A cutting board 

Safety is a very important consideration when undertaking 
modelling work of any kind. All of these tools arc 
potentially dangerous and need to be used with care. Blunt 
blades arc dangerous, as far more force is required to make 
a cut. 



I. Using a pair of clippers, carefully remove the tabs from 
all the component pans. 



2. The next stage is to smooth the surface down with a 
needle file and remove any rough edges. 


3. Some multi-part models come with a pin in one of the 
legs. A hole should be cut onto the base and the pin glued 
into it. In the case of the 40mm round base, the underside 

has a set of specially 
located holes; turn 
the base upside down 
so you can see a 
suitable hole that 
matches the model's 
stance. Drill a small 
guide hole directly 
through its centre, 
using a pin vice. 

4, Hold the base 
firmly and twist the 
knife gently into the 
guide hole until it 
bores through the 
plastic, 

5. The legs are then 
attached to the base 
using superglue. 
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PINNING 

In the case of multi-pan models, such as the Cave Troll, 
Balrog and Fell Beast, pinning the different pieces 
together gives a stronger fit. The model is also less likely 
to break due to handling during a game. To pin a model, 
the two joining parts have a matching hole drilled into 
them into which a small metal rod is glued, adding 
strength to the joint. 

1. Tw'o holes are drilled into the 
join, approximately 5mm deep. 

2. A short length of wire is 
inserted into each of the holes 
and a small blob of paint applied 
to the end of each. 




3. Whilst the paint is still wet the two parts are carefully 
aligned and pressed together. When the two parts are 
separated the paint leaves two marks where matching 
holes need to be made. Once they arc drilled, slightly 
longer pieces of wire arc glued into the holes and the 
join completed. 




You can pin any parts you feel need strengthening 
like this. 


DETAILING BASES 

Larger models naturally have larger bases and it's a good 
idea to add some scenic decoration such as a small rock, 
plants or bushes. Bear in mind that one or two well-placed 
areas of detail will work far better that overloading the 
base w'ith t(X) much material. 



A small pebble is first 
led to the base using 
5erglue. Once dry, the 
naining surface of the 
base is painted w'ith 
PVA. 


2, Dip the base in sand 
and, once the material is 
dry, it is ready for 
painting. 


LARGE CREATURES 

Quite often bodies such as the Balrog 's come in two 
halves. To ensure a good join between the two pieces, you 
may need to file them down a little or fill in any tiny gaps. 
Apply a thin layer of black paint to the rim of one of the 

body halves, and w'hen 
the paint is dry press the 
two halves together and 
give a very slight twi.st. 

When the two halves 
arc pulled apart, paint 
will have worn away 
where the pieces need 
to be filed down. File 
away small areas of 
metal, repealing the 
whole prtK'ess until a good fit is achieved. 

FILLING GAPS 

When the model is assembled, some joins may still be 

visible. Roll Green 
Stuff into a long 
situ.sage and lay it along 
the line of the join. 
Snuxxh the putty into 
shape using the blunt 
end of a sculpting tool dipped in water. 

Details such as .scales or 
fur require a little 
modelling work to 
blend the modelling 
putty so that it matches 
the detail. Using the 
sharp end of the sculpting tool, follow' the pattern cind 
lines of the model as closely as possible. 
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MAKING FLAGS 


You can add a flag to a spear to make a suitable banner or 
substitute a weapon for a length of wire to make a flag 
pole. The best material for flag poles is brass rod as this is 
quite rigid. To add a flag pole to a model it is necessary to 
cut away any weapon and drill out the fist so that it can 
carry the wire pole. 





Remove the model's weapon with 
dippers. 


File the hand flat. 


A flag can be made from paper. A piece of newsprint 
devoid of ink, such as can be found along the edges of any 
newspaper, is ideal for this as it is absorbent but reasonably 
stiff. Cut the flag shape leaving an extra 5mm towards the 
pole. Wrap the flag round the pole imd check for fit. Using 
PVA ‘white woodworking glue’, glue along its extreme 
edge and allow to dry. Now wrap the flag round the pole 
and apply more PVA glue thinned with water, allowing the 
glue to soak into the part of the flag around the pole. Once 
this is dry paint the entire flag with a mixture of PVA glue 
and water, arrange into a dramatic shape, and allow' to dry. 
As the PVA dries out it stiffens sufficiently so the flag can 
be coated overall with w'hiie, ready to paint with your 
preferred design. 



Drill a hole through the hand with a pin vice. 














Elven banner 



Gondorian banner 



Permission given to pturtm'ifpy for perumal use. 02003 New Line Productions. Inc. 





MAKING TERRAIN 


T o fight a battle with miniature warriors it follows that you’ll need a miniature battlefield. Some players enjoy creating 
accurate scale scenes to stage their games, others arc happy to improvise around a few basic pieces and let their 
imaginations do the rest; either way works just as well. 

If you enjoy scener>' making then you’ll probably want to devote more time and attention to the appearance of your 
battles. If you don’t, then you'll still want to know how' you can create useful terrain relatively quickly. Whatever your 
skill level or needs - this section of The Lord of The Rings rules manual is all about making .scenery for your battlefield. 



THE TABLE 

A typical kitchen table will be more than 
big enough to stage all except the largest 
battle but a bigger table gives you the 
flexibility to create grander and more 
ambitious battlefields. Many enthusiasts 
make their own dedicated games table by 
taking a large sheet of chipboard, 
plywood, or medium density fibre- 
board (MDF) and fastening it over 
the top of an old table, desk or 
cupboard. The standard size for 
these materials is 8' x 4' 
(about 240cm x 
I2()cm). This is big 
enough for staging 
large battles and 
about the greatest 
width that most 
people can 
comfortably 
reach and move 
models that are 
in the middle of 
the table. 
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Most players don’t have the room to leave such a large 
table set up all the time, so they keep the board separate to 
the base, storing it elsewhere when not in use. Depending 
on the material used it may be necessary to provide some 
bracing underneath to prevent the board bending under its 
own weight. 

If you don’t have room for a large table then the kitchen or 
dining room table can be pressed into service - unless of 
course your family’s needs dictate otherwise. Valuable 
antiques and prized polished surfaces should be avoided at 
all costs. If you have no other option there is always the 
fl(X)r - which has the benefit of being flat and large, and 
should you accidentally drop a mtxlel it won’t have far 
to fall! 

A CLOTH BATTLEFIELD 

One of the quickest 
and easiest ways of 
making a battlefield 
with a landscape of 
rises and falls is to 
u.se a large piece of 
cloth. You’ll need a 
piece of cloth that’s a 
suitable colour to represent the ground - ideally green or 
brown - and of a fairly heavy weight. A blanket is ideal. 

Spread the blanket over the table’s surface and place 
books, magazines, or something similar underneath to 


create hills and valleys. With a little care it is possible to 
make the battlefield interesting by introducing cover that 
will restrict visibility and provide shelter. With the cloth in 
place you can add further scenery such as scrub, trees, 
buildings, and ruins to complete the scene. 

COMMERCIAL SCENERY 

Most people will be familiar with the kind of detailed 
scenery available for model railway enthusiasts. A battle 
scene is very similar in many w'ays and you can use many 
of the same items and materials. Most model railway 
buildings, fences, and actual constructions are a little 
small, but trees and foliage have no obvious scale and can 
be used to good effect. 

Games Workshop’s attractive range of tabletop scener>' 
includes trees, hedges, walling, and various set pieces such 
as ruins, all of which are similar in concept to those you’ll 
find in railway hobby stores. 

The most useful purcha.se you can make is a bag of lichen. 
Lichen, or reindeer mo.ss as it is also known, is a natural 
product that you can buy in model railway stores and 
sometimes from craft or gift shops as it is also u.sed by 
flower arrangers (I kid you not!). Lichen can be used to 
represent scrub, bushes, or any kind of similar vegetation, 
and can be re-used time and time again to create 
different layouts. 
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SCENERY PROJECT 


Terrain models built to 
represent specific scenes from 
The Lord of The Rings really 
create an exciting atmosphere 
for a battle. Here we show 
how we went about recreating 
the wartom ruins of Osgiliaih. 

We used polystyrene ceiling 
tiles and foam card, which is 
avaifab/e from D/Y'and arts & 
craft stores. The foam card 
was cut into strips of 30 mm 
wide and used as the inner 
walls of the ruins. A 
polystyrene ceiling tile was 
used to make the outer 
brickwork of the walls. 








Making Terrain 



The brickwork won made from a polystyrene ceiling tile on which 
we marked out the brick pattern with the help of a pen and a steel 
ruler. 



The top of the outer brickwork was crumbled to give it the 
impression of being in ruins. Leftover pieces of polystyrene were 
glued onto the base of the model to resemble nibble. 



The outer brickwork was then stuck to the inner walls and the 
windows were cut out using the w indows in the inner walls as a 
guide. 



The ruin was then painted with texture paint and undercoated 
w ith Chaos Black spray. After the undercoat had dried, the model 
was drybrushed with Codex Grey, Fortress Grey and finally Skull 
White. Small tufts of Static Grass were then glued onto the base 
to add some more detail. 




MINAS TIRITH 


To capture the towering grandeur of the capital of Condor. Minas Tirith is a challenge for any modeller. Terrain maker Mark Jones 
has chosen to focus on a section of the city with a crossroads and fountain. 
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Rohan 


ROHAN 

Rohan lies lo ihe wesl of Gondor, a firm ally and friend in a world troubed by war. The allegiance goes back many years and 
(he the two realms have often stood shoulder to shoulder against the forces of Evil. The Rohirrim are horse-masters beyond 
comparison, as unmatched in their skill with the beasts as they are in their fiery temper. 


1 

I 


I 


- The Return of The King 



Meduscld. the Golden Hall of Edoras. 


"Out of doubt, out of dark to the day's rising 
/ came singing in the sun, sword unsheathing. 

To hope's end! rode and to heart’s breaking: 

Now for wrath, now for ruin and a red nightfall!" 





Rohan 





Helm 's Deep 


k 



HELM'S DEEP 

The greatest bastion in the land of Rohan, the castle of Helm’s Deep has withstood against the greatest dangers ever to threaten 
the land of Eorl's people. It was here that the people fled when the land was invaded, first by the Dunlendings in the year 2758 
and again in 3019 when Saruman's army swept out of Isengard to destroy the world of Men. 


No enemy has taken the Homburfi while men ileJenJ it. 


The Rohan Royal Guard. 
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THE GAMING HOBBY 



T he gaming hobby has grown 
enomiously in recent years as has the 
variety and quality of games and mexJels 
available. Where once gamers were few 
in number and scattered far and wide, 
now there are few who do not have the 
benefit of a local club or stockist. 
Funhermorc. the development of the 
internet has brought the skills and talent 
of the most creative individuals into the 
homes of all. 


Games Workshop is a specialised company that 
manufactures and sells fantasy tabletop games and 
gaming miniatures. The Lord of The Rings battle 
game is part of a w'hole range of tried and tested 
gaming products and is fully supported by Games 
Workshop's extensive club and tournament 
program. Ever>' year we hold special events - some 
of these take place at our Warhammer World 
exhibition centre in Nottingham, England; whilst 
our biggest and most popular Games Days are held 
annually, usually in Birmingham in England and 
Baltimore in the USA. More recently we have 
started to hold Games Days in France, Spain, 
Australia and Canada. 


GAMES CLUBS 

Gaming is a sociable hobby and you will not be surprised to hear that there are 
many clubs that cater for gamers of all ages and tastes. If you live in a large city, 
yoiril probably find there is a local games club where Games Workshop games 
are played. You don't need to be part of a club to enjoy gaming, but there are 
plenty of advantages, and it is always nice to meet people who share your own 
passion for gaming. 

One of the great things about clubs is there's always someone willing to show' you 
how to play a particular game or improve your painting or modelling skills. In 
particular, clubs always seem to harbour at least one expert scenery maker who 
w ill be only too happy to rope you in to whatever huge and ambitious project he 
happens to be working on. Many clubs also participate in bigger public events, 
putting on demonstration games or displays and helping to explain about the 
games and models. 

EVENTS 

These are the social occasions of the hobby - a chance to 
meet fellow hobbyists and swap ideas or just to hang out 
w'ith old friends. As well as the major events of the gaming 
calendar, such as Games Day and the Grand Tournaments, 
there are many smaller local or specialist events held by 
independent groups or sponsored by 
Games Workshop. Many clubs hold their own events and, 
though these are usually small, intimate affairs, some of 
the larger club events attract hundreds of attendees. 
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TOURNAMENTS 

A loumameni of The Lord of The Rings Strategy Battle Game is a great occasion to meet other players and spend a 
weekend gaming and talking about your favourite hobby. Below you will find the rules that are normally used in the 
Grand Tournament which takes place once a year in our main headquarters in Nottingham. They are a useful example of 
a set of tournament rules, and the organisers of many events often alter them as they please to try new and challenging 
formats of engagement. 


TOURNAMENT RULES - THE FORCES 

Players will enter the tournament with two forces: 

one Good and one Evil. 

They have a total of fOOO points to divide between both of 
their forces. 

First of all, players must decide what proportion of their 
points to allocate to each fon:e (for example: 530 Good 
and 470 Evil), hut a minimum of 250 points must he .spent 
on each force. 

For each force the following limits apply: 

• Each force can include a miLximum of fifty models. 

• Each force mu.st include a Hero to lead it into battle. 
There is no limit on the points thatcan he spent on 
Heroes. 

• No more than a third (33%) of each force's models 
can be armed with bows/crossbows/thrown weapons 
(IMPORTANT: models that have the Throw Stones 
special rule do not count as armed with thrown 
weapons). 

• Evil foa es cannot include Gollum and can only include 
up to a mcLximum of two Trolls (of any kind). 

• Good forces cannot include Tom Bomhadil and 
Goldberry. 

• Remember that named Heroes ( Gandalf Lurtz, the Witch 
King and the other eight Ringwraiths, etc.) can only be 
taken once. 

• Whenever any rule is repeated in .several publications, 
the most recent version always takes precedence. This 
will mean that The Return of The King version is the one 
to he used. 

SCENARIOS 

A tournament always consists of an even number of games. 
These games will use .special .scenarios written especially 
for the event by the organisers, or taken from any of our 
The Utrd of The Rings game rules manuals. 

• In the first game, half the players will use their Good 
force and the other half will use their Evil force. The first 
game will be played using Tournament Scenario I (as 
decided by the tournament organisers). 

• In the second game, players will play the same .scenario 
against the .same opponent, hut players that used their 
Good force will now use their Evil force and vice versa. 


Note that the players must swap .side of the table, so that 
the Good and Evil forces play from the same table edge 
as in the first game. 

• The following two games will use Tournament 
Scenario 2. Once more, players will alternate using their 
Good force and their Evil force in the nvo games. 

• The tournament continues like this until the players have 
played all the scenarios from both the Good and Evil 
side. 

• The time limit for each game is m o hours. 

SPECIAL RULES 

• Models are always assumed to carry all equipment that 
is given as default in their wargear. Any additional 
wargear that is taken from their options has to be shown 
on the model. 

• In all scenarios, unless otherw ise specified. Heroes are 
not allowed to pick up weapons or any other piece of 
equipment from slain enemies. 

• The Passengers special rule will not be u.sed. 

• When a rider is killed, his mount is always removed. 

• Scenery^ for the battle will have been set up by the 
organisers and may not he moved or changed. 
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Games Workshop’s monthly hobby magazine 
White Dwarf is a great place to look if you want more 
information about The Lord of The Rings battle game or 
the wargaming hobby in general. 

To coincide with the release of The Lord of The Rings - 
The Return of The King game. White Dwaif has loads of 
articles enabling you to get more out of your battles, 
including: 

News on forihcoming releases. 

A look at the background of both the movie and game. 
How to play The Lord of The Rings battle game. 

New scenarios. 

Campaigns and battle reports. 

Advice on painting and converting your models. 
Scenery mastercla.sses. 

Gamers ’ model collections. 

Features with .sculptors, artists and designers. 


W'hite Dwarf is also the place to look if you want to find 
out where your nearest Games Workshop store or local 
stockist is. 

To make sure that you don’t miss out on anything, you can 
buy White Dwarf from any of our stores or stockists, and 
most major newsagents. To be absolutely sure that you 
don’t miss an i.ssue, why not give Mail Order a call. 
They’ll be more than happy to send your copy to you each 
month and if you take up a subscription you’ll be able to 
lake advantage of some of the brilliant deals available only 
to subscribers. 



THE RETURN OF THE KING RANGE 


The products listed here comprise some of the range to be released for 
The Return of The King game. Check out W'hite Dwarf magazine or our 
The Lord of The Rings website at www.games-workshop.com/lotr/ for 
more details. 


yrim 


ORD 

_-^OFTME_ 

R ings 

THE RETURN 


OF,^ 


NG 


L 








/ 

r 




TTIE CAME 


' \ .. i 1 

% rr - 

k'' aiE WOlfi D.O 






4 


REATE THE Erig^:‘fSH£S^F,j|HE*VVAR OE THE 


or MIDDLE.-t 


. f 




The Gaming Hobby 


THE GAMES WORKSHOP THE LORD 
OF THE RINGS WEBSITE 

Regularly updated as and when boxed sets and miniatures 
are released. Games Workshop's The Lord of The Rings 
website is an ideal place to go to buy your models. 

As well as this, the website will link you to the main 
Games Workshop website where you can find lots of 
infonnalion about painting models, details of wargaming 
clubs and gaming events in your area and the location of 
Games Workshop stores and independent stockists. 

A large pan of the Games Workshop website is dedicated 
to the wargaming community. This is a major forum which 
links together thousands of people across the world who 
are totally devoted to wargaming. Mere you will find an 
abundance of advice written by fellow wargamers on all 
aspects of the hobby and also links to some of the 
thousands of websites on the internet written by gamers. 

Another great aspect of the site is that it enables players 
who live near each other to meet up and play a game. So 
even if you don’t have a games store nearby you should be 
able to find a club near you or Join up with someone 
wanting a battle. 

To find out the latest relea.ses and news on The Lord of The 
Rings releases visit the following w'ebsite: 

www.games-workshop.com/Iotr/ 
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TilftAM P400iLING MUNTMG 


For more details on olher Games Workshop releases, 
general wargaming and hobby information, and links to 
our wargaming community check out: 

WH w.games- worksliop.com 

The products shown overleaf are just some of the releases 
we have planned to coincide w'ith The Lord of The Rings 
film trilogy. New- releases arc being brought out each 
month so make sure you keep up to date by regularly 
checking out White Dw'arf or the website. 
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MAIL ORDER 


Should you find that you do not have a local store or 
stockist nearby you can give our Mail Order department a 
call. Staffed by experienced gamers and collectors, they 
can supply you with the products that you require, and also 
help with any questions you may have about 
The Lord of The Rings hobby. From army selection to 
rules queries, feel free to give them a call. 

If you place an order with us, it will be delivered straight 
to your door. Call the relevant number below for your 
country for more details. 

UK 0115 9140000 
USA 1 -800-394-GAME 

Canada 1-888-GW-TROLL 
Australia (02)9829 6111 
The Netherlands ++441 15 9168255 
Denmark ++44115 9188506 
Sweden ++441 15 9188507 


HOW TO USE MAIL ORDER 

Ordering by Mail Order is easy. If you have a credit 
card or debit card you can place your order over 
the phone. 

•TELL THE STAFF WHAT YOU WANT - If you 
are not sure, just ask the telesales staff. They will 
be happy to help you out. 

order, just sit back, relax and wait for your parcel to 

If you wish to pay by cheque (please include your 
cheque guarantee card number) or postal order, 
it is just as easy. All you need to do is: 

• FILL OUT AN ORDER FORM - Printed in the 
Mail Order section of White Dwarf magazine, 
with what you would like. 

• COMPLETE PERSONAL DETAILS - Fill out 
your name and address in the space provided at 
the bottom of the form. 

• THEN SIMPLY PLACE YOUR ORDER IN 
THE POST! 



Shown here are some of the models representing the Free Peoples and Forces of Darkness in The Lord of The Rings 
strategy battle range. These will he available in boxed sets or as individual miniatures in the case of characters, or as a 
group of two, three or four warriors, they are an excellent way to add models to your existing force. 

Rkder of Rohan with 
throwing spfar 

THE FREE PEOPLES J iS IBL 

High Elf Warriors 
V/(H)d Elf Warriors 
Warriors of Minas Tirith 
Warriors of Condor 
Warriors of Rohan 
Riders of Rohan 
Ranjiers of Condor 
Citadel Cuard 
Army of the Dead 


Merry 

Pippin 


Legolas 

Cimli 

Aragoni 

Boromir 

Arwen 

Elrond 

Haldir 

Theoden 

Earner 

Damrod 

Candalf the White 
Treebeard 


Ranger of 
Grmdor 


Aragom 


Tom 

BomhtuIU 
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GAMES WORKSHOP STORES 

One of the best places to leant more about the 
game is at your local Games Workshop store. Not only can 
you find the entire Games Workshop The Lord of The 
Rings range there but our stores are staffed by experienced 
gamers who can advise you if you have any questions or 
wish to take part in an introductory game. 

Our stores are also excellent places to meet other gamers. 
As most will have played other Games Workshop games 
they're a good starting point if you’re new to gaming. 



INDEPENDENT RETAILERS 

You can also find our great The Lord of The Rings hobby 
products in a huge network of independent toy, hobby and 
game retailers across the world. 

Many of these stores also offer modelling advice, in 
addition to stocking The Lord of The Rings range. They 
may also stock a wide selection of Games Workshop paints 
and modelling equipment. 

If you would like to know where your nearest independent 
retailer is, you can find a contact number for your area on 
page 176 of this rulebook. Alternatively, look in 
White Dwarf' magazine or on the Games Workshop 
web site at ww'w.games- workshop.com. 



THE FORCES OF DARKNESS 



Warg Riders 


Uruk-hai V/arriors 


GoUum 


Shagrat 


Bartow 


*Uruk-hai 

Swonisnum 


Easterlinfi 


Mordor Ore 
Standard 


Saruman 


Mordor 

Uruk-hai 


GoUum 


Sauron 

Ringwraiths 

Balmg 


Sheloh 

Wild Men Chieftain 
Wild Men 


Easterlings 
Maria Goblins 
On' Warriors 


Uruk-hai Berserker 
The Mouth of Saurvn 
Cave Tmll 
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CHARTS 


MOVE CHART 

Type of Model 

Man/WomanAVizard 
High ElfAV(xxl Elf 
Gwaihir 
Ent 

Hobbii 
Dwarf 
Gollum 
Ore 

Moria Goblin 
Uruk-Hai 
Cave Troll 
Balrog 
Ringwrailh 
Sauron 
Shelob 
Fell Beasi 
Horse Rider 
Warg Rider 

]UMP CHART 

Dice Result 

1 Stumbles and fails. Halt at obstacle. 

2-5 Success. Cross obstacle and halt. 

6 Effortlessly bounds across. Cross obstacle and 
complete move. 


Maximum move 
inches/ems 
6714cm 
6714cm 
12728cm 
6714cm 
4710cm 
5712cm 
5712cm 
6714cm 
5712cm 
6” 14cm 
6714cm 
6714cm 
6714cm 
6714cm 
10"/24cm 
12728cm 
10'/24cm 
10‘V24cm 


CLIMB CHART 

Dice Result 

1 Fall to the ground. 

2-5 Continue to climb up/down. If top/boltom reached 
mtxlel halts. 

6 Continue to climb up/down. If top/bottom reached 
complete remaining move. 

THROWN RIDER CHART 

Dice Result 

1 Knocked flying. Rider placed lying by mount and 
moves no further that turn. 

2-5 Ri.ses from the du.st. Rider placed standing by 
mount and moves no further that turn. 

6 Leaps into action. Rider placed standing - no 
further penalty. 


BOW RANGES 



Weapon 

Range 

Strength 

Move Penalty 

Ore bow' 

18742cm 

2 

Half 

Bow 

24"/56cm 

2 

Half 

Elf bow' 

24756cm 

3 

Half 

Dwarf' bow 
Uruk-hai 

18742cm 

3 

Half 

Crossbow 

Throwing 

24756cm 

4 

All 

weapon 

6714cm 

3 

None 







Wound Chart 











DEFENCE 








1 

2 

3 

4 

5 

6 

7 

8 

9 

10 


1 

4 

5 

5 

6 

6 

6/4 

6/5 

6/6 

- 

- 


2 

4 

4 

5 

5 

6 

6 

6/4 

6/5 

6/6 

- 


3 

3 

4 

4 

5 

5 

6 

6 

6/4 

6/5 

6/6 


4 

3 

3 

4 

4 

5 

5 

6 

6 

6/4 

6/5 

bo 

f— • 

5 

3 

3 

3 

4 

4 

5 

5 

6 

6 

6/5 

a 

6 

3 

3 

3 

3 

4 

4 

5 

5 

6 

6 


7 

3 

3 

3 

3 

3 

4 

4 

5 

5 

6 


8 

3 

3 

3 

3 

3 

3 

4 

4 

5 

5 


9 

3 

3 

3 

3 

3 

3 

3 

4 

4 

5 


10+ 

3 

3 

3 

3 

3 

3 

3 

3 

4 

4 
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THE LORD OF THE RINGS 
GAME AT A GLANCE 


In this section of the manual we’ve summarised the gajne rules in 
a fonnat that is more suitable for reference than the rules section 
of the manual itself. As such the summary is devoid of 
explanation and examples and has been presented in as compact 
a manner as possible. In all cases, the actual rules section of the 
manual is definitive - refer to the main part of the rules for a full 
explanation. 

1. TURN SEQUENCE 

Each turn is divided into phases as follows: 

1 . Priority 

2. Move 

3. Shoot 

4. Fight 

5. End 

2. PRIORITY PHASE 

2.1 Both sides roll a dice and the highest score has priority that 
turn. 

2.2 In the event of a tie, the priority changes. 

2.3 Unless specified otherwise, the Good side has priority' in 
the first turn. 

3. MOVE PHASE 

3.1 The side that has priority moves its models first. Move one 
model at a time until all mcxiels that intend to move have 
done so. The other side moves its models once the side 
with priority has completed its moves. Heroic moves are 
taken out of sequence before other movement (see Heroic 
Actions). Courage tests must be taken by individual 
models before they move in some situations (see Courage). 

3.2 A model can move up to the maximum distance indicated 
on the .Movement chart for its type. 

3.3 Movement over difficult terrain counts as twice the actual 
distance. 

3.4 If a model has magical powers these can be used at the 
same time as the model is entitled to move and at any point 
during its movement. A model must be free to move in 
order to use a power and must be able to see the target. 
Models already fighting enemies cannot use magical 
powers, (see Heroes). 

3.5 A model cannot move to within I ”/2cm of an enemy model 
unless it intends to charge. A model already within I ’72cm 
at the start of its move cannot move closer unless it intends 
to charge. 

3.6 A mixlel that moves into touch with one or more enemy 
models has charged. A model must be able to see its enemy 
at the start of its move to charge. Once opposing mcxicls 
are touching they cannot move further that Move phase. 


3.7 .MckIcIs cannot move through other models as they move - 
each modefs base defines the ground space it occupies. 

3.8 .Mixlels are not allowed to leave the gaming area unless 
retreating from the battle or fulfilling an objective. 

3.9 .A barrier or object that is at least half the height of the 
model and up to and including twice the height of the 
model is considered to be an obstacle. .Models can jump 
obstacles. Refer to the Jump chart. Lx)wer barriers are no 
hindrance to movement. Higher barriers or barriers broader 
than double the model’s height arc impas.sable. 

3.10 A model behind a barrier can defend it - its /one of control 
extends to the barrier in front of it up to 1 72cm either side 
of its base. No enemy can cross this section of barrier 

3.11 Climbing sheer surfaces is treated as difficult terrain w'ith 
the addition of a Climb test. Refer to the Climb chart. 

3.12 A warrior on the top of a wall/cliff can be placed 
immediately behind its edge and can then defend the edge 
immediately in front of him and r/2cm to cither side 
exactly as if he was defending a barrier 

3.13 Falls of more than twice the model’s height inflict 
one Strength 3 hit per rV2cm of fall. 

3.14 A warrior can lie down or get up once lying down - costing 
half the model's move in each case 

3.15 A lying dow n warrior can crawl at r/2cm per turn. 

3.16 A lying down warrior cannot shixn. 

3.17 A lying down mcxlel is assumed to be able to see as if 
standing. 

3.18 A lying down model which is panially obscured can only 
be seen on the dice roll of a 4, 5 or 6. 

3.19 A lying down model can fight in combat but cannot strike. 
If it wins the combat it automatically stands. If it loses it 
backs away on the ground and counts as trapped. 

3.20 A lying dow n model cannot defend a barrier. 

3.2 1 A ly ing dow n model can be jumped over by friends and foe 
alike as if it were an obstacle. 

3.22 At the end of the Move phase, combatants are paired into 
one-on-one fights where possible, or into one-on-multiple 
fights where individuals are outnumbered. Spear-armed 
warriors fighting through friends simply add to one or both 
sides - they are not counted when dividing into combats. 

3.23 Where combats can be divided more than one way the side 
with priority that turn decides how the combats are formed. 

4. SHOOT PHASE 

4.1 In the Shoot phase, the side with priority shoots with its 
models first. Shoot with one model at a time until all 
nuxlcls that can do so have shot. Remove casualties as 
they occur. The other side shoots once the side w'ith 


The Game at a Glance 


5.5 All models on the losing side must back away 1 72cm from 
the enemy or, if fighting two or more enemies, through any 
gap large enough for them to move through. 

5.6 Models unable to back away because of interposing 
enemies, friends or terrain are trapped. 

5.7 All mcxiels on the winning side can strike against their 
enemy once they have been beaten back. Models strike 
once for each Attack on their profile. Victors with 2 or 
more Attacks can divide their strikes between different 
defeated enemies if they want. Double the number of 
strikes w'hen striking against a trapped enemy. 

5.8 Resolve the effect of each .strike on the Wound chart. Cro.ss 
referencing the striker’s Strength with the target’s Defence 
to find the dice score required. Where wounds are inflicted 
remove casualties or record w'ounds inflicted where these 
are insufficient to cause a casually. 

5.9 When a combat is fought across a barrier, models are 
assumed to be touching even though the barrier divides 
them. Only one enemy at a lime can fight a defender acro.ss 
a barrier. 

5.10 A model defending a barrier does not back away if 
defeated. If neither model is slain as a result of combat, the 
attacker must back away I ”/2cm regardless of which side 
w'on. 

5.11 If the model that is making the attack across the barrier 
wins, then each strike will be deflected by the barrier on 
the roll of a 1 , 2 or 3. 

5.12 If the defender of a barrier is killed his attacker moves over 
the barrier to lake his place. 


priority has finished. Heroic shooting is taken out of 
sequence before other shooting - see Heroic Actions. 

4.2 I’he maximum range of a shot and Strength value of any 
hits is indicated on the Missile chart. 

4.3 Models that have moved in the Move pha.se may not shcxil 
in the Shoot phase, depending on the type of ranged 
weapon they are equipped with. 

4.4 An appropriately armed model shoots once in the Shoot 
phase (note that some Heroes shoot more than once). 

4.5 Roll a dice for each shot. A model needs to roll its Sh(X)l 
value or greater to score a hit. 

4.6 If a hit is scored on a partially obscured target roll a dice 
for each obscuring feature or model that lies in the way of 
the missile - starling with objects closest to the shooter. A 
dice roll of 1 . 2 or 3 indicates the objecl/modcl has been hit 
and the missile is stopped. 

4.7 A model shooting from behind cover does not count his 
own cover as in the way of his shot. 

4.8 A model shooting from behind a friend can do so without 
penalty provided the friendly model is in base contact and 
has a ba.se size equal to or less than the shooter. 

4.9 If the target is fighting in combat roll a dice: I. 2 or 3 the 
shot hits the closest model from its own side; 4, 5 or 6 the 
shot hits the intended target. 

4.10 If a shot is directed at a target which has a combat in the 
way, roll a dice: 1, 2 or 3 the shot hits the combat, resolve 
the hit as if it were directed at the combat. 

4.1 1 Good models cannot shoot at an enemy if there is a friend 
in the way of the missile or fighting the target in combat. 

4.12 W'ork out the effect of hits on targets or models struck in 
combat or because they are in the way of the shot. Roll a 
dice and consult the W^ound chart. Cross reference the 
w'capon’s Strength with the target's Defence value. If the 
roll is enough to inflict a wound, the target is removed as a 
casually if it has I wound on its profile, or its Wound value 
is reduced by - 1 if it had 2 or more w'ounds to begin with. 

4.13 Heroes with multiple shots can divide their shots between 
different targets if desired. 

5. FIGHT PHASE 

5.1 Combats are resolved one at a lime. The side with priority 
decides which combats to fight first. Heroic combats arc 
fought out of sequence before other combats - see Heroic 
Actions. 

52 To determine which side w ins a combat, roll one dice for 
each mode) fighting or, if models have more than I Attack, 
each model rolls as many dice as it has Attacks. Pick out 
the highest dice roll on each side. The side that has the 
highest roll wins the combat. 

5.3 Where models score equally, the side whose model has the 
highest Fight value wins the combat. If this is equal, roll a 
dice - 1, 2. 3 the Evil side wins: 4, 5. 6 the G(x^d side wins. 

5.4 Heroic models may add one or more points of Might to 
their dice rolls up to a maximum score of 6. If both sides 
wish to do this they secretly indicate how much Might they 
are using (minimum of 1). 

cmyTtacDmjo^ 


6. CAVALRY 

6.1 A cavalry mtxlel comprises a rider and his mount, and 
therefore has two separate sets of characteristics. 

6.2 A cavalry model's ‘eye view' is always taken from the 
point of view of the rider. 

6.3 Mounted warriors can move through difficult terrain at 
2’74cm per turn, regardless of their normal .Move value, 
climb, lie down, crawl or willingly jump down a drop of 
more than twice the mount's height. They cannot move up 
or down ladders and narrow steep stairs, nor can they carr>' 
siege equipment. 

6.4 Mounts can re-take a failed Jump le.st - re-rolling Is. 

6.5 Mounting is treated as a jump - dismounting is automatic. 

6.6 Cavalry models may carry a passenger, see page 34 for 
rules about moving and fighting with passengers. 

6.7 When shooting at mounted targets, successful hits arc 
randomised: the mount is hit on the roll of a 1.2 or 3 - the 
rider is hit on the roll of a 4,5, or 6. 

6.8 Should a mount be killed, the rider must roll on the ITirown 
Rider chart. If riders arc killed, their mount is also removed 
as a casually (for an exception see 6.15). 

6.9 If a cavalry model charges Into combat against enemy 
infantry it receives two advantages, even if it Is 
subsequently charged by other enemy on foot. The 
advantages are lost if the mixlel is sub.sequently charged 
by a mounted enemy. I'hese two advantages are: ‘Extra 
Attack’ and ‘Knock to the ground’. 
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6.10 ‘Extra Attack' means the cavalry model gets an extra 
Attack. 

6.11 Knock to the ground’ means that if the cavalry model 
wins the fight, all his opponents are kncx'ked to the ground. 
This does not apply to enemies with a Strength 6 or more, 
unless the mount also has Strength 6 or more. Each strike 
directed against models knocked to the ground is doubled. 

6.12 If a cavalry model is defeated, its opponent can direct their 
strikes at mount or rider as they wish. 

6. f5 Mounted models cannot defend barriers 

6.14 If mounts are killed, their rider is thrown and the model is 
replaced with an equivalent model on foot. 

6.15 If riders are killed, their mount is also removed as a 
casually, unless it is important for the scenario for the 
models to be able to re-mount. If this is the case, follow the 
rules for loose mounts on page 4(). 

6.16 Mounted models cannot ‘defend by shielding’. 

6.17 Cavalry do not receive their charge bonus when fighting 
infantry that are defending a barrier against them or when 
in difficult terrain. 

7. MONSTROUS MOUNTS 

7.1 When shooting at a monstrous mount with a rider, 
successful hits are randomised: the mount is hit on the roll 
of a 1 , 2, 3 or 4 - the rider is hit on the roll of a 5 or 6. 

7.2 Monstrous mounts and their riders never get the Extra 
Attack bonus when charging. 

7 J Monstrous mounts may knock cavaliy' to the ground. 

8. END PHASE 

8.1 The End phase is an opportunity to check whether 
objectives have been met and make sure all necessary 
recording has been done before going on to the next turn. 
It is also a good time to check for 509J- casualties if one 
side is hxiking a little w'om down. 

9. COURAGE 

9.1 A warrior must test his courage in three circumstances; 

1) Attempting to charge a terrifying enemy; 

2) At start of a move once half of his force is destroyed; 

3) At the start of a move if he is on his ow n. 

9.2 W'hen attempting to charge a terrifying enemy the test is 
taken once the model moves to within 172cm of the 
enemy. In other situations, the test is taken before the 
model moves in the Move phase. 

9.3 .Models wishing to support a friend who is fighting a 
terrifying enemy docs not need to lake a Courage test, as 
they are not going to charge the terrifying enemy. 

9.4 Models are considered to be on their own if there are no 
visible friends within 6714cm and at least two visible 
enemies within 6'7l4cm for every remaining wound the 
model has. 

9.5 Models already fighting an enemy at the sum of their 
move do not have to test. 


9.6 To take a Courage test roll two dice, add the scores, and 
add the model’s Courage value. If the total score is 10 or 
more the test is passed. If it is less than 10 the test is failed. 

9.7 Models that pass their test are unaffected. Models that fail 
their lest must retreat immediately. 

9.8 Retreating models turn away from the nearest visible 
enemy and move their full move distance. They will move 
as directly away as possible, diverting round other models, 
terrain and obstacles where they are in the way. Retreating 
modeJs wdJJ not move to within I '72cm of enemy, or closer 
if already within l”/2cm when they start to retreat. 

9.9 Models that retreat from a terrifying enemy will effectively 
move twice - once to within I '72cm of the enemy and then 
a full move away. 

9. 10 Mcxiels unable to retreat because their route is blocked will 
retreat as far as they can. They still count as having moved 
full distance for other purposes (eg. shooting). 

9.11 If a retreating nuxlel can reach the table edge within its 
move it will do so regardless of direction. The model 
leaves the battle and does not return. 

9.12 Only one Courage test is taken in a turn because of half the 
force destroyed or being on your own. The first result 
stands for all. 

9.13 If testing because half the army is destroyed, models 
within 6’714cm of a Hero who has already tested his 
courage and passed do not have to test. They automatically 
stand fast so long as the Hero stands. 

9.14 Models that have retreated are not penalised in subsequent 
turns. The failed Courage lest results in a retreat, after 
which the model is treated as any other. Models will only 
retreat over successive turns if they fail successive tests. 

10. HEROES 

10. 1 Heroes have three additional characteristics on their profile 
- namely Might points. Will points and Fate points. Not all 
Henxs have all three. Might, Will and Fate differ from 
ordinaiy' characteristics in that they arc expendable. Once 
a point of Might. Will or Fate has been used it is removed 
from the model's profile. 

10.2 Might is used either to modify dice rolls made on behalf of 
the Hero or to take heroic actions. When modifying dice 
rolls, each point of Might expended adds or subtracts 1 
from the dice roll (minimum score 1. maximum score 6). 
These addi lions/subtractions are made after the dice have 
been rolled and the score is known. Might can be used to 
modify Will dice rolls or Fate dice rolls, and is most 
commonly used to bcxisi rolls to hit whilst shooting, rolls 
to sec w hich side wins a fight, and wound rolls either from 
shooting or fighting. It is also useful for Courage tests. 

10.3 If opposing w'arriors both wish to use Might to btxist their 
scores in a fight then each must secretly note how much 
Might they wish to use. 

10.4 Where players wish to use Might to make a heroic action 
they must declare they arc doing so at the start of the 
relevant phase. If both players wish to make heroic actions 
in the .same phase, they nominate wliich Heroes will act 
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alternately, starling with the player indicated by a dice roll: 
1-3 the Evil side goes first; 4-6 the Good side goes first. 

10.5 There are three types of heroic action - heroic move, 
heroic shooting, and heroic combat. Each type of heroic 
action costs I Might point. 

10.6 A Hero making a heroic move moves before other models 
in the Move phase. Friends within 6’7l4cm move at the 
same lime. 

10.7 A Hero who is making u heroic shot shoots before other 
models in the Shooting phase. Friends within 6’714cm 
shoot at the same time. A Hero does not need a bow or 
other missile weapon to call a heroic shoot action. 

10.8 If a Hero makes a heroic combat action, work out the fight 
he is engaged in before other fights. If the Hero wins his 
fight and if all of the enemy in base contact with the Hero 
are killed, then the Hero and all other models in the same 
fight can move again immediately. Models moving in this 
way can charge enemies they can see, initiating new fights 
or joining old ones if they w ish. Models cannot fight more 
than one heroic combat in a turn. 

10.9 Will is used in the .Move phase to employ magical powers 
or to resist those of the enemy. To u.se a magical power roll 
one or more dice. Each dice rolled expends 1 point of Will. 
Pick the highest dice roll. If the score is equal to or more 
than that required to use the power then work out the result 
as described for the Hero's pow'er. Might can be used to 
boost this score if required. 

10.10 To resist a magical power roll one or more dice, expending 
1 poinl of Will for each dice rolled. If the score equals or 
beats ilie dice score of the model using the pow'er. the 
power has been successfully resisted. 

10.1 1 Fate is used when a Hero suffers a wound. Tlic model gives 
up 1 Fate point and rolls a dice. If the score is a 4, 5 or 6 
the Hero has miraculously survived and the w'ound is 
ignored. This roll can be boosted by Might. If the roll is 
failed, the Hero can use another point of Fate, and can 
continue to do so until he has no Fate points left. 

11. WEAPONS 

11.1 Warriors armed with swords, axes, clubs, maces and 
similar hand held w^eapons are considered to be anned and 
able to fight as described in the main rules. The same is 
true of bow-anned models anned with bladed bows. No 
special rules apply. 

1 1.2 Spears. A spear-armed w'arrior can contribute one attack to 
a fight if he is in ba.se contact with a friend who is touching 
an enemy. The friend must have a base of the same size as 
the spear-armed warrior, or smaller, for the spear-armed 
w'jirrior to be able to support him. 

A spear-anned warrior w-ho is supporting a friend as 
described is not part of the combat for all intents and 
purposes. The friend supported in this way by a spearman 
gels one extra attack for that combat. 

Only one spear-armed warrior can support one friendly 
model at a time. 

lU IVo-handed swords/axes. Warriors armed with big, 
heavy sw’ords or axes that require both hands to use arc 


said to have two-handed sword/axes or two-handed 
weapons. Halberds, glaives, and other axe-like pole arms 
that need both hands to use can also be considered to be in 
this calcgorv'. Models armed with two-handed swords/axes 
suffer a - 1 dice penalty when working out which side has 
won a fight, but add a +1 bonus to their dice roll to score a 
wound. In both cases the worst result is a I, and the best 
result is 6. 

11.4 Klven blades. Elven blades counts as hand weapons. An 
Elf armed w'ith an Elven blade can declare at the start of 
any Fight phase that he is going to use it with two hands. 
For the duration of that Fight phase, the Elven blade will 
count as a tw'o-handed weapon. If the warrior also carries 
a spear, shield or Elf bow then he may not use the Elven 
blade as a two-handed weapon. 

1 1.5 Lances. A cavalry model w ith a lance receives a +1 bonus 
to his roll on the Wound chart if it has charged that turn - 
even if it was subsequently counter-charged. If two rolls 
arc normally required to inflict a wound (eg, 6/4+) the 
bonus is added to both rolls. The maximum score on a dice 
is 6. so a roll of 6 still counts as a 6. 

11.6 Knives/Daggers. Warriors that have no visible armament 
are assumed to have knives or daggers tucked into boot 
tops or hidden underclothing. Models armed w'ith daggers 
suffer a - 1 dice penally when working out which side has 
won a fight. The w'orst roll is a 1 . 

1 1.7 Shields. Models armed with shields have a Defence value 
that reflects the added protection of the shield, plus they 
may defend by .shielding. A shielding model rolls two dice 
per Attack when working out who wins the fight, but 
cannot strike if it wins. In a multiple combat, all models on 
the same side must use the shielding rule or none. 

11.8 Pikes. The same rules for spears apply to pikes as well, 
with the exception that models armed with pikes can 
support through two friends instead of just one. 

11.9 I’hrovi'ing weapons. Throwing weapons can be thrown 

normally in the Sh(xH phase (see the Shoot section). They 
can also be throwm in the Move phase. .Models can throw 
these weapons during a charge against the model charged. 
If the target is killed, the charger can choose to complete 
his charge move against another suitable target. 

11.10 Volley Fire. A group of six or more bow-armed models in 
ba.se contact with at least one other member of the group at 
die start of the Shoot phase can declare they are going to 
fire a volley. See page .54 for details. 

12. BANNERS 

12.1 Warriors carrying banners may ride horses but may not u.se 
any other equipment apart from armour or heavy armour. 

12.2 Warriors carrying banners count as wielding daggers in 
combat. 

12.3 If a w'arrior carry'ing a banner is killed, a friendly warrior 
in base contact can drop all his equipment and pick up the 
banner. If the banner is not picked up. it is lost. 

12.4 All models within 3'78cm of a friendly banner bearer are 
in range of the banner. If a fight is in range of a banner, the 
player who owns the banner may re-roll a single dice w hen 
rolling to determine who wins the fight. 


GETTING STARTED 

If you have never played The Lords of The Rinf^s strategy battle game before, the best way to learn is by setting up your 
models and starting to play. Below you will find an encounter we have created which is a simple example of the gamers 
mechanics and should help you pick up the basic rules. 

CLOSE ENCOUNTER 

In this example, a valonms Warrior of Minas Tirith has spotted an Ore scouting ahead of a raiding parry . As the Ore 
rushes towards him, the Warrior of Minas Ttrith carefully takes aim with his bow. Can the Ore reach the Man and cut 
him down before he gets shot? 


Place a Warrior of Minas Tirith armed with sword and bow. and an Ore armed with sword and shield 12’V28cm apart, 
facing each other over a level table. 



TURNl 

PRIORITY 

At the beginning of each turn, the players must roll a dice 
to determine who has priority (ie. who is going first) in all 
three phases of the turn. Winning this roll is therefore very 
important. The Good side always has priority on Turn 1, so 
in our example the Warrior of Minas Tirith has priority. 

MOVE PHASE 

In this phase, the models can move. The Warrior of Minas 
Tirith moves first because the Good side has priority this 
turn. He decides not to move and remains stationary, 
preparing to fire his bow at the enemy. 

Now it’s the Evil side’s turn to move. The Ore has a 
maximum move of 6714cm, and decides to use all of his 
move to rush towards the Man. Move the Ore 6714cm 
towards his opponent. 

SHOOT PHASE 

In this pha.se, the models can shoot their bows. The^ 
Warrior of Minas Tiriih gets his chance first becau.se his 
side has priority. He takes aim and shoots the Ore as he 
runs towards him. The player rolls a dice, needing a result 
of 4. 5 or 6 to hit the target. He rolls a 2 and misses. In the 
Evil side’s turn to shoot, the Ore cannot do anything 
because unfortunately he ha.s no bow to shoot! 

FIGHT PHASE 

Since no models are touching base-io-base, there will be 
no Fight phase this turn. 


TURN 2 

PRIORITY 

Both players roll a dice, the Good side’s result is a 5 and 
the Evil side’s is a 3. The Good side has scored the highest 
and will therefore have the priority for Turn 2. 

MOVE PHASE 

The Warrior of Minas Tirith decides to move back half his 
normal move (3”/8cm). The Ore moves again at maximum 
speed towards the Warrior of Minas Tirith. but is unable to 
reach him and engage him in combat. He ends his move 
5712cm away from the Warrior of Minas Tiriih. 

SHOOT PHASE 

Models that have only moved up to half of their maximum 
move distance can still use their bows, .so the Warrior of 
Minas Tiriih can shoot and this time his dice roll is a 6. The 
Ore has been hit! 

Now we must determine whether the arrow kills the 
warrior or is slopped by his armour or shield. To find out, 
the Good side's player rolls a second dice, needing a 6 to 
eliminate the Ore (he is ver>' well armoured!). The Warrior 
of Minas Tirith rolls a 5 and the Ore survives, the arrow 
has been .stopped by his armour or shield, or has caused 
just a superficial wound - the battle continues. 

FIGHT PHASE 

As in Turn 1. there will be no Fight phase this turn. 
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TURNS 

PRIORITY 

Both players roll a dice again to see who will go first. This 
time they lx)lh roll a 2 - a draw. Since the Good side has 
gone first in the previous turn, a draw means a change of 
priority, so the Evil side gets to go first in Turn 3. 

MOVE PHASE 

The Ore seizes his opportunity and moves into contact 
with the Warrior of Minas Tirith. engaging him in combat. 
As a consequence of this, the Man loses his chance to 
move. Models cannot move out of a combat once they 
have been engaged. 

SHOOT PHASE 

This time the Warrior of Minas Tirith cannot use his bow 
because he is too busy defending himself from the charge 
of the Ore. The Warrior of Minas Tirith therefore puts 
aside his bow and draws his sword. 

FIGHT PHASE 

Both players roll a dice to see which model wins the fight 
and strikes its opponent. The Man rolls a 3 and the Ore 
rolls a 4, winning the fight! The defeated .Man is .struck and 
moved back rV2cm. Just as with shooting, the player 
controlling the Ore must roll another dice to find out if his 
strike is going to wound the Man. 

The Ore needs a 5 for his sword to go through the thick 
armour of the Man and eliminate him. He rolls a 1 and 
doesn’t make it. 


TURN 4 

PRIORITY 

Both players roll a dice again to determine who w'ill go 
first. The Evil side rolls higher and gains priority once 
more. 

MOVE PHASE 

The Ore once again charges into combat against the 
Warrior of Minas Tirith, stopping his opponent from 
moving w^hen its turn comes. 

SHOOT PHASE 

Again the mcxlels are locked in combat, so there is no 
chance for the Man to use his bow. 

FIGHT PHASE 

This time both players roll a 5. In case of a draw the model 
with the higher Fight value wins the fight. If Ix^th 
combatants have the same Fight Value a dice is rolled to 
determine the outcome. On a 1, 2. or 3 the Evil side wins. 
On a 4, 5, or 6 the Good side wins. The Ore has a Fight 
value of 3 and the Warrior of Minas Tirith has a Fight 
value of 3. A dice is rolled and the result is a 2, so the Ore 
wins the fight and the Man is once again moved back 
172cm. 

The Ore also gels another chance at rolling to wound his 
opponent. This time he rolls a 6 and kills the Warrior of 
Minas Tirith. The Warrior of Minas Tirith model is 
removed, leaving the Ore as the only survivor and winner 
of the confrontation. 


Now you can place the models back in their initial positions and fight this one-on-one combat again as many times as 
\ou like. The Warrior of Minas Tirith might even get his revenge on the Ore! After that, we suggest you read once through 
this rules manual to learn more about the particular rules you have just used. 

The best vvwv to continue learning the rules is to play the Introductory scenario - The Ambush on page 41 and look up 
any rules problems as you encounter them. 
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